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arch should have been 
Nintendo's month in the UK. 
Publicity regarding the launch of 
the N64 had been bubbling away nicely 
for weeks and was more than ready to boil 
over by the tme the first of the month 
arrived. But then the PlayStation price drop 
was announced, and suddenly Nintendo 
was lighting a very different battle 

Why £129? Why March? The obvious 
explanation is that Sony 1s running scared. 
Nintendo's superconsole is clearly a more 
powerful machine, and that knowledge 
has been seeping into the public 
consaousness for almost à yedi 





But there is also a tremendous sense 
of dehance in the move. The PlayStation 
has a huge installed user base, and Sony 
i5 aware that the console would be 
unlikely to retain such healthy sales if it 
were to stay at the same price. Dropping 
E70, however, makes the machine 
attractive to a whole new market 
Ihe company also knows that at 
E250 the N64 is extravagantly expensive 
by comparison — especially considenng a 
recent US pnce drop which has brought 
the console down to $149 — equal to 
approximately £90. In other words, a mere 
E20 more than Turok costs in the UK 

At under £150, the PlayStation has 
almost become an impulse purchase. But 
what are the implications. of this move 
tor the industry? if consumers become 
used to price points like this, will 
comparatively expensive high-end 
videogame technology find its way into the 
ming room in the future? 

Its clear that competition feeds this 
industry — one glance at this month's AOU 
show report will confirm that. But how far 
are hardware companies willing to go in 
order to defeat their rivals? With several 
new consoles currently in development, 
the answers are just around the comer 


The future is almost here... 
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Previously a part c af ihe M indscape group, this French codeshop 
has recently broken away to become an independent. Its new 
found freedom appears to be working Much to its advantage 





Consisting of a group of programmers and desi gen who worked 
at Konami during its heyday, Treasure has produced a number of 
lb bi 3chon classics, Mow its attention WME towards 640l 


PlayStation owners really are spoilt for choice when it comes tó 
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Amerca’s West Coast is remarkably densely populated with 


computer Entertainment companies, the area around Seattle in 


particular. Edge travelled there to investigate the scene 
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Edge looks at Interactive Creations’ Planetary Raiders 
multiplayer Eite-style space trading gar ne that k 
give Internet gaming the kickstart if most definitely needs 
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THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT 


Pentium II technology 
ominates at CeBit 97 


Intel remains silent as developers reveal tantalising 'Klamath' details 





his year's CeBit show, held as ever in altered the design to overcome memory 
Hanover, lived up to its reputation as bandwidth problems which have come into 
the biggest and most logistically play because of the sheer speed of the 
daunting technology exhibition in the world, As Pentium il, According to Intel US's Pat 
usual, the physical difficulty of traversing Gelsinger, ‘When you have a processor chip 


20-0dd packed, aircraft-hangar-sized halls, the plus 
unavailability of accommodation within a 
50-mile radius and near-permanent traffic 


cache working at hundreds of megahertz, 
you get incredibie operating frequencies. We 
-an scale the frequencies with our cartridge 








gridiock in the vicinity made CeBit a painful 
experience (eased somewhat by the newly 
inaugurated helicopter link to Hanover s 
woefully inadequate airport). But the presence 
of a great deal of hugely important technology, 
including tantalising glimpses of innovations 
which could finally see the PC emerge as a 
more powerful games platform than the 
consoles, helped ameliorate the CeBit blues. 

For PC gamers, the most significant event 
at CeBit was the first public airing of machines 
powered by Intel's Klamath processor, 
henceforth to be known officially as the 
Pentium Il, Several PC manufacturers gave 
closed-box demonstrations of Pentium Il 
machines, although Intel itself remained tight- 
lipped about the chip, refusing to reveal prices 
and clock speeds 

The chip, scheduled to start filtering 
through to manufacturers in late 1997, is 
essentially a Pentium Pro with added MMX 
multimedia extensions. Although destined to 
be the fastest PC processor ever, it raised a lot 
of questions. Because its physical design 
differs to that of the Pentium Pro, PC 
manufacturers will have to scrap their existing 
Pentium Pro motherboards and design 
Pentium Il versions from scratch. This, allied to 
allegations that preproduction chips generate 
more heat than Pentium Pros, means that 
Pentium Il machines probably won't go on sale 
for some time and earhy models will be 
fearsomely Expensive, 





design more rapidly than the original slot 
design." In other words, it will give Pentium II 
machines yet another speed boost 
Disappointingly, Inte! also revealed that the 
Pentium I's implementation of MMX is 
identical to that of the Pentium, so that game 
developers wishing to address the floating- 
point registers for 3D geometry and some 
rendering calculations will have to switch away 
from MMX commands. intel pointed out that 
tne Pentium Il ‘floating-point performance’ is 
stunningly quick, but this will surely provide 3D 
game developers with yet another reason to 
ignore MMX. A spokesman for VideoLogic, 
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The much-hyped DVD 
format drew crowds 
curious to see the future | 


TN of data storage 









The Pentium Il plugs into PC motherboards 
inside a cartridge rather than fitting into a slot 


Although a huge range of technologies were revealed at Hanover's 
as in existing Intel PCS. Intel claims that It has ntl 


CeBit show, the Pentium Il was out doubt the star attraction 
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This sci-fi phone box 
was one 


shown off at Cesit 


Among the desirable 
technologies on show 
at CeBit was the Sharp 
Colour ZR: a digital 
camera and palmtop 
PC in one solution. 
The unit should retail 
at around a grand 





a number of 











however, did suggest that the Pentium li's 
MMX implementation has some hope of 
winning over 3D games developers. "With the 
Pentium Il, you can switch out of the 
floating-point registers and back to MMX ina 
single clock cycle, whereas with the Pentium, 
it takes about 50 clock cycles ' Consumers will 
find out whether this grips game developers as 
a viable option (or whether they will just deem 
it too fiddly) when the Pentium II 15 officially 
launched later this month 


Another piece of Intel technology 


which will bring unequivocal benefits to PC 
gamers is Advanced Graphics Port, or AGP, 
which was described by the company's Pat 
Gelsinger as ‘an intelligent cross-bridge to the 
memory, which separates graphics frame 
buffer traffic from the system bus and gives an 
intelligent graphics port to the memory,’ 

In other words, it offers a super-fast route 
to the memory for graphics information in à 
broadly similar manner to the fastest existing 


consoles, and allows the graphics Chip to 
'share' the PC's system memory. AGP, one 
product of a deal between Intel and Lockheed- 
Martin, has been built into the Pentium || 
motherboard specification and is likely to find 
its way into lesser machinery around the end 
of this year. The graphics performance it offers 
could make some game developers' dreams 
come true. 


Meanwhile, rival ........... 


manufacturer AMD spoke for the first time 
about its intriguing new processor, the Kó. It 
claims that the chip, due to start shipping on 
April 3, performs similarly to the Pentium Pro 
yet fits into an ordinary Pentium OverDrive 
Socket 7 slot. PC manufacturers should 
therefore have no problems tweaking existing 
motherboards to take Ké processors, and Kë 
machines should cost little more than ordinary 
Pentium machines. AMD also pointed out that, 
thanks to its cross-licensing agreement with 
Intel, the Ké supports the full MMX extended 
command set yet, thanks to the fact that the 





IBM revealed its new Aptiva 5 PC 
(left), due to be priced at £2,489 





chip's physical design is entirely AMD's own, 
Its MMX implementation does not take over 
the floating-point registers. In theory, the K6's 
MMX should be better than Intel's own. But as 
nobody outside AMD has yet tested the Kà, it 
remains to be seen whether this is true. 


A tantalising ....... of talisman, 
Microsoft's next-generation software/ 
hardware specification which will take over 
from DirectX some time next year, was offered 
at CeBit - not by Microsoft, which always 
courts the German press and ignores the rest 
of the world at the show — but by Philips, one 
of its Talisman partners. Philips talked about its 
TriMedia ‘media processor’ chip, which 
essentially performs similar processing 
functions to Intel's MMX extensions but takes 
them away from the processor, freeing it up 
for other tasks (such as floating-point 
calculations). Philips has struck a deal with 
Apple to team the TriMedia chip with its 
PowerPC processor, creating a package which 
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should compete with MMX-equipped intel PCs 
Philips claims that TriMedia, in conjunction 
with à Cirrus Logic 2D graphics chip and à 
Fujitsu RGB output chip, will form part of the 
Talisman hardware spec, which, according to 
the company's Dion Liste, will deliver “the full 
multimedia experience with ass-kicking 3D’ 

Lisle maintained that the ethos behind 
Talisman is to provide a balanced architecture 
delivering very high-end 3D graphics'. When 
Talisman arrives, it could, at last, bring the 
PC's gaming performance up to levels enjoyed 
by current consoles. This is something that 
DirectX has, in some ways, failed to do. 
Talisman will guarantee a level of hardware 
performance, as well as including the plug- 
and-play transparency offered by DirectX. In 
conjunction with ease-of-use features such as 
Universal Serial Bus (which, among other 
things, will enable easy attachment of joysticks 
and so on to PCs, and which had finally made 
it into many machines shown at CeBit, it could 
finally turn the PC into a console-beater. But 
don't hold your breath: Talisman is not 44 
likely to appear in full until late 1998 


Saturn 2 denied 


Further details on Sega's 
follow-up to the Saturn 
have recently come to 
light. It has now been 
confirmed that the 
machine, currently 
codenamed Black Belt, 
will feature PowerVR 
architecture. The setup 
should be based on the 
PCX2 chip (not the 
standard PCX! found in 
current PC cards), but it is 
not yet known how mamy 
Image Synthesis 
Processors (the basic 
graphics calculation unit 
of Power VR architecture) 
will be used in parallel. 

In addition, Sega is 
with Microsoft for the 
rights to use its Microsoft 
Arcade Operating System 
(see suplement). If the 
deal goes ahead, the 
console will easily be 
able to receive ports from 
Microsoft coin-ops. 

Sega is allegedly aiming 
for a late-'98 launch in 
Japan with the rest of the 
world following in 1999. 

The revelations, which 


hardware and evaluating 
different technologies but 
we deny the current 
rumours because this is 
inaccurate information. 
I'm sorry but I can't tell 
you anything about our 
future plans at this time.’ 
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Konami's Cobra chipset 
ows Sega away at AOU 


The re-energised arcade giant wows gamers with revolutionary hardware and software 


Sega thrilled show-goers with AM1's House of the Dead (top), AM3's 
skateboard sim Top skater (left), and AM2's Virtua Striker 2 (right) 





or the last three years, 5ega and 


Of the coin-op industry has been 
slowly eroded by the persistent efforts of 
arcade stalwarts like Konami and SNK. This 
year s AOU show - as usual a brash, noisy 
event taking place at the Makuhart Messe If 
Tokyo - saw the underdogs finally rivalling 

ner long-standing masters 

It was Konami, though, which made the 
Diggest impression. Last year, the company 
introduced the first jetski game, prompting a 
rash of similar titles from other developers 
This year, It upped the ante with Hang Pilot, an 
innovative combo of flight sim and racing title, 
as well as M2-powered title Polvstars and, 
most impressively, two demos employing the 
company's new high-end board, 

Cobra, capable of displaying between 1 
and 5 million polys per second and a hi-res 
image of 1,280x1,024 (see E40), was to all 
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intents and purposes tne star of the show. The 
two video demos were the beat ‘em up 
revealed briefly at last year's Jamma event and 
Racing jam, The former, still codenamed 


PF573, has many similarities to Virtua Fighter 3 


long grass, with each blade individually drawn 
and capable of bending when trodden on Dy a 
lighter. The Korean snow scenery IS also 
particularly impressive (as in VF3, different 
weather conditions form an important part of 
each stage design), and realtime ent sourcing 
works tnroughout the game to produce some 
effective atmospherics. The only drawback is 
that high productions costs will be passed on 
to the consumer, meaning that Cobra games 


will Cost ¥500 (approx. £3) per play 

Racing Jam, a stunning continuation of the 
Midnight Run/Winning Run racing series, was 
Cobra's real showcase, though. The near- 
photographic quality of its texture mapping, 
combined with the life-like dynamics of the 


action, lett onlookers Drestniess with 


camo uo ~A 





Polystars, Konami's M2 title (above left and right), is an old-school 
scrolling shoot 'em up embellished with fine visual detail and smooth 
animation. Although derivative, it attracted its fair share of admirers 





Thunder Hurricane (top) 
and Hang Pilot (above 
boasted great cabinets 
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Konami showed off a realtime interactive demo of Cobra fighting 
game PF573. The title has many similarities to VF3: re llows fight 
to side-step oncoming attacks and the six officially 

fighters (from Korea, China and Japan) clearly resemble VF characters 





anticipation, Only a few sections of track were 
on show = a brilliant Tokyo at night nua 


PolyStars completed the company's line up. 
The latter was most interesting for its use of 


neon signs and Skyscrapers with lignt- 
reflective windows, and a test circuit showing 
one of tne sports cars spinning realistically 


M2 hardware (see this month's supplement) 
Another big event of the show was the 
announcement of SNK's new "eFeno SiD 







through a series of cones 

Away from ultra high-end development, 
Hang Pilot attracted a crowd of onlookers, The 
coin-op, which combines racing with flight 
skills (there are dozens of objects to avoid oF 


arcade board, finally bringing the company out 
of 2D exile. To show It off, Samurai Spirits 64, 
the boara s premiere title, was revealed in 
demo form, and looked more than capable of 
taking on Virtua Fight ter 3. The game retains 



















fly through) features two screens — one to many popular characters from previous 
show the route ahead and one the ground SEU Spirits incarnations (as well as adding 


below - and a range of new racing tactics four new ones) and again offers players the 
Playing the game is a very interactive opportunity to use weapons. Interestingly, 
experience: to descend and pick up speed, Samurai Spirits 64 seems to have taken the 
players must pull the glider bar toward them Bushido Blade route by offering huge arenas 
and to adjust balance they have to shift their rather than closed fighting spaces à la Virtua 
feet on the base unit Edge senses a whole Fighter. Uke Capcom, however, SNK will have 
new genre on the way. Operation Thunder 


the difficult task of transcribing its 2D 
Hurricane (see Arcadeview) and shoot 'em up gameplay into a new 3D range of titles. Willit P 








Over Rev is Jaleco's 
Model 2 racing title 








Konami's racer, GTI 
Club, was presented in 
a futuristic Road Rage 
simulator cabinet 


Konami's second Cobra demo, Racing Jam, resembled a very good pronn 
sequence, and if it plays as well, could easily challenge Seg s brill 


Scud Race 
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SAMURAT SPIRITS 
VE Wyk 64 








The game also boasts impressive tactical 
range, forcing the player to adopt defensive of 
offensive strategies in response to the 
strategies of opponent teams. 

The other AM departments were also 
present, of course. AM1 had a playable demo 
of gory Mode! 2 shoot em up, The House of 
the Dead, on show (see page 116), and AM3 
presented skateboarding simulation, Top 
Skater. Here the player races against time 
through a series of courses and, as in Wave 
Runner, must perform à range of stunts while 
jumping. Every part of the course — walls, 
ramps, etc - can be skated over, and the 
animation is extremely fluid and realistic, 
making for an exciting sports sim 

As with Hang Pilot, though, the best 
feature is its cabinet. In Top Skater, the player 
stands on a real skateboard, pushing back on 
the tail to jump and swerving from side to side 
to steer. Atleast here, skateboarding fans 
don't have to avoid the old ladies and dog 
deposits which litter real-life pavements. 

Model 3 is still clearly the most advanced 
technology in the arcade and both AM1 and 
AM3 have now been given the go ahead to 
develop on the platform. However, the 
technology is twice as expensive as Model 2, 
and, at the moment, is proving not to be as 
profitable. VF3 has failed to sell as well as VF? 
and Daytona, and Virtua Striker 2 Is pretty 
much just an update of its already excellent 
Model 2 predecessor. Sega may have to 
concentrate more on innovative game designs 
for Model 3 games if the system is to become 
financially viable. 

Capcom made its first tentative steps into 
3D with Street Fighter EX at last year's JAMMA 
show, but the company now seems to have 








As well as 3D games, 
SNK showed off 2D beat 
'em ups and puzzlers 





To premiere its brand new 3D arcade board, SNK showed off a video 
demo of Samurai Spirits 64. The game looked fairly high-end but 
could not compete with Konami's utterly breathtaking Cobra titles 


Stalled. All three of its major AOU games - 
Street Fighter Ill, Vampire Saviour and Battie 
Circuit (a multiplayer beat 'em up set in a 
futuristic cyborg-infested world) — are 2D beat 


HOUSE SRNE MEC DINOEOY KS NE baer? CONOR 


«d simply translate previous 2D control methods, ‘em ups, but that didn't stop crowds of avid 





or will new controls be created for the 3D 
environment? Unfortunately, answers could 
not be gauged from the early video on show. 

In addition to its activity in the arcades, 
SNK also has a new Console on the horizon 
Rumour has it that the home unit will contain 
the same technology as the new arcade 
board, facilitating SNK's usual practice of 
releasing arcade and home versions of its 
games almost simultaneously. More news 
should appear toward the end of '97. 

Though not the main crowd-pleaser at 
AOU, Sega had a full line-up of great games to 
show off. AM2 (which retains tts monopoly on 


gamers gathering around the screens. In many 
ways, the visually terrific Vampire Saviour is 
stretching the limits of the CPS II board and, 
although both boards are comparable in terms 
of graphics, CPS Ill, with its improved speed 
and fluidity of animation, represents the 
future. At least until Capcom takes up the 3D 
gauntlet for real. 

Namco also seems to be living in the past 
Tekken 3, the company’s major title, runs on 
the System 12 board: 50% more powerful than 
System 11 and capable of much better 
management of 3D backgrounds. It's no Model 
4 beater, of course, and System 33 is still 








Model 3 development for the time being) nowhere to be seen. However, what the SNK's MFX 3000 is a six- 
presented the visually gorgeous Scud Race company lacked in technology, it made up for person hydraulic ride 


(see E43) and the football title, Virtua Striker 2 
(E43). The latter makes full use of motion 
capture to create some incredibly realistic 
player movement, and includes sophisticated 


A| routines to make each team play differently. 


in wit and creativity. The System 22 title, 
Armadilio Racing, was Namco's unexpected 
and off-the-wall treat (see Alphas). 

Taito, like Konami and SNK, used AOU to 
show off its new high-end coin-op board. The 


which shows CG movies 
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Taito revealed its Wolf board (top left) as well as bizarre train sim Densha de Go Go (above far left and centre). Also 
on show was a new version of Breakout clone, Arkanoid (above right), featuring new pick-ups and great backgrounds | 





Capcom's new beat 'em 
up, Battle Circuit, stuck 
within the company's 


predominantly 2D remit 





Fairground 
attractions 


Many of the big coin-op 
companies presented 
their own amusement 
park rides at AOU. Namco, 
for instance, offered a 
nausea-inducing bicycle 
attraction in which users 
have to ride 360 degrees 
around a large metallic 
hoop. The company also 
showed a tank battle 
game, allowing players to 
sit in small tanks and fire 
balls at each other. 
Furthermore, SNK 
revealed the slightly 
more traditional MFX 
3000, a hydraulic cabinet 
which shows various CG 
movies to up to six 
people at a time while 
jiggling them about a bit. 


p 


Taito Wolf (see supplement) features 3Df» 
VoodooLogic technology and is apparently 
capable of 1 million polys per second. A racing 
demo produced ta show off Wolf looked 
impressive — better, in fact, than Atari's San 
Francisco Rush, which also uses 3Dfx 
technology. However, specs nave not been 
released, so it could be that Taito Is employing 
amore powerful configuration of Voodoo 
chipsets or a more up-to-date version of the 
technology. It could also, of course, simply De 


8 better game 


On the software side of things, horizontally 


scrolling shoot ‘em up Darius G was on show 
(see E43) boasting some gorgeous scenery 
and smooth animation courtesy of the FX1 
arcade board. Taito also had its own share of 
bizarre innovation. First up, rather 
unbelievably, was a train simulator called 
Densha de Go Go. Here players take control of 
a passenger train and must ensure it reaches 
each station on time, Magical Date, on the 
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s a love simulation game in which 
the player has to take a number of different 
girls out on a first date. That's as far as It goes 
however, which will doubtless result in a 
number of frustrated Japanese scnoolboys 
Cursing Taito s Unadventurous spirit 

The AOU show was a promising mixed Dag 
of technological leaps forward and innovative 
surprises. Predictably, 3D is almost an 
omnipotent force now, with only Capcom 
electing to continue witn 2D games 
unabashed. Novelty cabinets, it seems, have 
become de riguer and each of the major 
players Was Keen to try out Its Own variations 
of course, is that this pushes up 
the price to both players and arcade 
operators, and may well prove self-defeating 

If that sense of innovation could just be 


focused on the games themselves, instead of 


The downside, 


their packaging, the future of coin-op gaming 


would be looking even brighter than it is 
at the moment 





Of the various amusement park rides 
on show, Namco's bike machine (top) 
and its tank battle effort (above) were 
among the more interesting. Other 
rides (left) attracted willing victims, too 
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AOU round-up 


Away from the leaders of 
the arcade industry, many 
smaller companies also 
displayed their coin-op 
wares at AOU. 

Last year Sega licensed 
its Model 2 board to 
three developers, Jaleco, 
Tecmo and Data East, all 
of whom have produced 
games using the high-end 
technology. On paper, at 
least, the arrangement is 
beneficial to all parties, 
providing Sega with 
rayalty payments and the 
three developers with a 
great board and none of 
the usual R&D expenses. 

However, the problem 
here is that Model 2 
games often look rather 
similar - hence Tecmo's 
Dead or Alive is a dead 
ringer for Virtua Fighter 
2, while Jaleco's Super 
GT24h is reminiscent of 
Daytona USA. 

Perhaps as a result of 
this, Jaleco was the only 
one of the three to 
present a new Model 2 
title at AOU. Over Rev, 
like GTI Club, is an urban 
racer which requires the 
player to navigate some 
incredibly narrow alleys. 

Tecma chose not to use 
Sega's board for its 
'interesting horse racing 
game, Gallop Racer. Here 
players have a choice of 
different horses and must 
select the best one for 
the course in hand. Both 
the game's backgrounds 
and its equine racers are 
constructed from 
polygons and a variety of 
camera angles are used. 

Data East, meanwhile, 
showed off an SNK- 
licenced puzzle game in 
the Bust-a-Move mould, 
entitled Magical Drop 3. 

Tecmo and Data East 
will no doubt return to 
Model 2 in the future, but 
innovation will be 
needed if their games are 
to make a strong mark. 
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Multimedia market hits 


3Dfx part two 


The follow-up to the 
popular 30fx Voodoo 
graphics chipset has 
been revealed. 

Codenamed ‘Banshee’, 
the new chipset is 
expected to offer 
performance similar to 
3Dfx's XS100 technology. 

Otherwise know as 
Obsidian, the XS100 
board is currently 
intended for use in 
military simulators and 
high-end graphics 
modelling workstations. 

A 3Dfx spokesperson 
has denied the existence 
of ‘Banshee’ but 
developers maintain that 
the board is expected to 
reach the market by 
early 1998. 

Price details are 
obviously not yet 
available, but the board 
is expected to clock in at 
an affordable, 
mainstream rate. 





he multimedia industry's recent 
gathering at sel in Cannes ended up 
gaming Tor future growth 
echnological innovation and new markets 
1clusion from what 

was essentially an event which heralded the 
death of multimedia: 

The shock announcement that top CD- 
ROM outfit News Multimedia (procueer of the 


wonderrul Makers of the 20t Century) was 


This was the only side cor 


ber ng shut down cast a pallor over the show 
Which was Nard to shake. An awful lot o! 


publi: Mua spent the show looking for ei to 
repackage or res the same discs they 

a) tO make anything rrom Since the show 
the year Detore. It was surprising, then, that 
Flectronic Arts chose to launch its own 
reterence/education range at the same expo 
The fact is, though, multimedia has produced 
winners — like Disney Interactive, which spent 
the show boasting from its p ht that it had 
already paid back its startup costs and turned 

healthy profit, All this from licensed discs 

based around Toy Story’ and ‘The Lion King. 


By far the most cantesting new technology 


Jebuted at Milia was UK-based Pepper's Ghost 
Produchbons avatar engine. Its faces, wTICT 

ez rana of cj vine a wide range of 
emotion in real time, appear photoreali: 


Decause tne rendering process involves 
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feature this new generation Of talking heads, 


Bi ivf Img AIT INGON, tS Sill im ts gat n Stages z 
hi it playing the Resident Evil-sbyle demo Edge 
dn't help but feel that the storyline will 


ave to be compromised just so players car 


get c lose ent JUEN to eacn other to I really 


m Pee pm yt 


appreciate the range of emotions available 





Milia's biggest shock was the announcement that News Multimedia, 
producer of Makers of the 20th Century, was about to cease trading 


crisis point at Milia 97 


This year's Milia new media show saw few surprises, but several casualties of a dying scene 








No, this aren't photos, but po 
textures by Pepper's Ghost 





very little new to show off, but Eidos was t 
ng much more than just games 
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he main reason Ir it presence was fo 
promote the latest version of its video 


SOM essor 


ssion and playback Codec - now 
featuring à more user-friendly name ('Es 
and a more AMIDE nterface at developer 
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new rendered sequences from forme | 


ooking very Impressive, of course. 


Plenty of developers and publishers had 


vague Ideas that they were going t 


comer wiin the appliance or science — o 
Specifically DVD. However, while hardware and 


astonisning MPEGZ demos were in evidence, 
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The UK N64 launch 
featured dozens 

of Nintendo consoles, 

all running key titles 








Demanding times for N64 


The console gets a keen reception in the UK, while NOA takes action against pirates 


intendo has surprised the videogame 
industry by announcing an N&4 price 
drop in Japan and tne Us. In the east, 
the machine will now retail at Y16,800 (£90), as 
opposed to the previous price of Y25,000 
(£130), The States sees a reduction to $149 
(£90) from $199. 

Nintendo's motives for the move are 
unclear. The company itself claims price drops 
are simply a result of lower production costs, 
due to the higher volume of machines being 
produced. However, industry analysts suspect 
that Nintendo has been forced into the 
decision by the intensely competitive nature af 
the Japanese videogame market, and by the 
recent US PlayStation price drop to $149. 
Neither Sony nor Sega has announced a 
similar price drop in Japan 

Meanwhile, in a modest re-enactment of 
the N&4 launch frenzy which hit Japan and the 
US last year, the early hours of March 1 saw 
hardcore gamers gathering outside UK 
videogame shops for a cold night of queuing 
According to Joe McNicholas, Virgin's senior 
product manager, several customers slept 
outside the Liverpool and Reading Megastores 
on Friday night hoping buy an elusive é4bit 
console, Unfortunately, because a huge 
proportion of the 20,000 machines allocated to 
the UK were pre-ordered. many of those who 
queued for hours had to be tumed away 
empty-handed. Apparently, Virgin only 
received 1096 of the machines it had ordered, 
and the average time it took for these stocks 
to seil out was just 12 minutes 

To save committed gamers from sieeping 
on the streets all night, larger branches of 
Electronics Boutique actually opened up at 
midnight on March 1, At the Oxford Street 
branch, around 20 customers turned up ta 
collect their pre-ordered machines (and also 
find themselves being filmed by GMTV). Also 
on Oxford Street, HMV took delivery of 5D 
machines on March 1, with another 50 arriving 
later in the week, all pre-ordered. None of the 
major retailers predict readily available 
machines until April 

The early success of Nintendo's machine 
was preceded by a launch party held at the 
Riverside Studios in Hammersmith. The event 
attracted a plethora of celebrities, Including 
Bob Monkhouse, who performed a half-hour 
comedy slot in which the PlayStation was tne 
target for half his jokes while, slightly more 
predictably, his wife bore the brunt of the 
otner half. During the event, guests were grven 
the chance to play several N64 games 

On the other side of the pond, Nintendo or 
America is stepping up its fight against 
software piracy in the wake of the US N64 
launch. The company, which claims it iS losing 
an estimated $800m per year through piracy, 
has urged acting US trade representative 








Bob Monkhouse ) performed at the UK launch party before cutting 
the celebration cake Qutside, Turok was advertised in original style 





Charlene Barshefsky to take action against five 
countries identified as counterfeiting hot 
spots: China, Hong Kong, Ta wan, Paraguay 
and Venezuela, Three of those countries — 
China, Hong Kong and Talwan - have been 
targeted before, but Nintendo is arguing that 
they remain the largest sources of counterfeit 
videagame products in the world and that 
sanctions should be renewed. According to a 
recent press release, 50 other US companies 
involved with Nintendo are supporting the 
sanction recommendations 

In a separate offensive, NOA has also filed 
a lawsuit against Talwan semiconductor 
manufacturer Winbond Electronics. Tne 
videogames giant claims that it nas identified 
chips made by Winbond in certain OISE Copier 
devices currently being shipped worldwide 
which allow users to copy N64 titles on to 
floppy disk and/or hard drive and then feed 
that information into blank N64 carts 

This is the latest in a long line of anti-piracy 
measures undertaken Dy Nintendo: the 
company has filed hundreds of lawsuits 
against copier manufacturers over the last ten 
years. If the Winbond action is | Nintendo is waging a 
successful, however, It may prove a E war of "zero tolerance’ 
significant victory ina very long war. — 





against manufacturers 
copying devices 
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out there 


(out there) 


REPORTAGE FROM 


f videogames have social credibility at 
the moment (and all indications suggest 
that they do), it's mostly due to the Herculean 
efforts of the PlayStation area” team. In 
early 1995, with the machine still in 
infancy and the industry unsure of its ‘sala 
Geoff Glendenning, the head of marketing 
for the console, began to sow the seeds of 
acceptance for the PlayStation by establishing 
In 


tie-ins with Glastonbury, The Face magazine 


and top London club Ministry of Sound, as 
well as setting up chill out/ ‘sampling rooms at 
a number of partes in London pnor to 
launch 

So what made the Sony team target 
clubs? Pippa Day, product manager, 
explains: ‘Basically, the initial strategy was to 
market the PlayStation toward the key 
influencers, and obviously they are aged from 
20-30, with the key age 24 
of clubbers, A 
between playing videogames and clubbing, 
and | think people were getting bored of just 


- the average age 
Iso, there is a very natural link 


going and dancing. They wanted something 


else to do, and through the PlayStation they 
are now able to relax while they were out — 


have a drink, talk to their fends. Clubbing has 


cial event, rather than 


become more of a soc 
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g solidly tor hours. 
in clubs 


popular venture for 


just going out and dancing 


The placement ot PlayStations 
has become a remarkably 
Sony, with 34 of the most credible venues 
now sporting videogame rooms. Furthermore, 
the PR department for the machine has set 
up a gaming league amongst DJs which has 
been followed with much interest in the 


dance music media. Agali 


the trend setters and the role mo esa) ay the 
T=" aAa we mothers # am Pes " c 
message is getting throug e console nas 
become almost a stapie part or Bntisn clu 
F d I à a he hear ot 
ALLE e l x IL vU 3 Wwwiy "TL Ine near Ln 
Ine cance 


1 know, for example. that a lot of DJs will 
work in the studio all day and then they ve got 


Playstations in there for relaxation purposes, 
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enthuses Day. '5o when they're having a few 
beers, that's it — they start playing. And 
obviously, there's a very competitive streak 
within the DJ fraternity to be the top dog at 


Tekken 2.' 

The targeting of youth culture is now 
expanding beyond clubs. Sony plans to put 
PlayStations in NUS bars up and down the 
country, and is also sponsoring a number of 
sports such as snowboarding (Glendenning 
recently attended the British Snowboarding 
Championships), skateboarding and 
snakeboarding. The PlayStation even has its 
own sky surfer, Mike Frost — Sony pays for his 
equipment and in retum he jumps out of 
planes with a board and parachute 
emblazoned with the PlayStation logo 

The embarrassment that some used to 
fear by playing videogames has now 
dissipated, With artists such as Goldie, Carl 
Cox, Skunk Anansie and the Chemical 
Brothers taking PlayStations to their hearts, 
the activity has long since lost the baggage 
that once seemed to go with it 

And what do the traditionally conservative 
Sony bigwigs think about all this? '| think 
they've obviously realised that this marketing 
strategy has actually made sense, comments 
Day. 'By pushing this as a must-have brand, 
it's put them in a stronger position, because 
once they ve marketed to the 20-- age group, 
that then filters down and you get the pester 
power of little kids going, "Mum, mum, mum, 
l've got to have a PlayStation..." It's a very 
aspirational product. Aspirational product? 
It was never like this with the Spectrum 
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intendo executives may be fnghteningly 
senous about the videogames industry, 

but that obviously doesn't rule out the odd PR 
prank. Last month, in order to promote the US 
launch of Mano Kart 64, NOA chairman Howard 
Lincoln and president Minoru Arakawa took 
part in a real go-kart race around the company car 
park. NOA employees were invited to ‘bet! on the 
winner, with all money raised going to charity. 

The race was a hair-raising encounter which 
would have had Murray Walker frothing at the 
mouth. Arakawa took an early lead and held it for 
two laps, relying on sound racing skills — no doubt 
honed to perfection on Mario Kart itself. 
However, Lincoln refused to give up, even when 
he hit the pavement, going up on two wheels in 
the process (drawing a few grimaces from 
Nintendo's insurance company, Edge suspects). 
On the third lap, the chairman sneaked round the 
outside to steal the lead and, ultimately, victory. 

Although both parties admitted that they had 
enjoyed the expenence, Lincoln stressed that this 
would not be an annual event. However, the race 
may^vell prompt Yamauchi and Miyamoto into a 
bout of sword-fehting for the release of Zelda 64. 
If so, Edge will put a fiver on the chairman.. 





ollowing its foray into club culture at 
í Islington'’s Complex, Gremlin has enlisted 
the talents of fellow Sheffield successes Warp 
Records and Designer's Republic They'll be 
working on the soundtrack and in-game logos for 
Gremlin's imminent sci-fi trading game, Hardwar. 
DR are no strangers to the dubs/games culture, 
having been heavily involved with the game that 
kicked the whole thing off, futuristic 
racer Wipeout. For Warp, 
however, it's something 
they've wanted to 
do for a long time. 
‘A couple of 
the creative guys at 
Gremlin grew up 
with Warp here in 
Sheffield,’ explains Warp's 
Greg Eden. ‘They d been wanting to 
use the music in a game for some time, and we 
had been approached to do music for Wipeout 
2097 and that fell through, but it got us 
interested in the idea. LFO, who's on our label, is 
a complete game nut, and wants to do an 
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completely crap — Duke Nukem, for instance, 
typical power-chord stuff, complete shite. It’s got 
to be a good idea to have professional musicians 
creating the music instead of these in-house 
guys who don't have a clue about what's going 
on out there." 
This really isn't on the same scale as 
Wipeout, though. Warp aren't keen to 
release a standalone 
soundtrack, as almost all 
the music used in the 
garne i5 back- 
catalogue and Warp 
hate the idea of 
re-releasing old 
material, They may want 
to reconsider, though, as 
Hardwar, originally slated for a 
simultaneous PC and PlayStation release, will 
now only be available on PC — and you may not 
see many PC owners gracing the likes of Ministry 
of Sound or Manchester's Club Code. Except to 
add up the takings, that is. 
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Internet raiders | 


Multiplayer 3D M any of those who became irrevocably addicted to Elite in the mid-'BOs dreamed about 





bat a time in the future when it would be possible to fight and trade against real human 

space com opponents. For a long time, the technology simply wasn't available for such a huge 

has long been endevour. Now it is, of course, and Interactive Creations, Inc (which has just merged with 

the stuff of idle Interactive Magic) is about to bravely step into the multiplayer space combat/trading sim arena 

| ! with its forthcoming online effort, Planetary Raiders. 

daydreams. Now The story behind the action, as with most mulitplayer games, is of secondary importance. 

it is becoming a Apparently a dying planet named Osis has been saved from extinction by a visiting alien who 

reality courtesy provides the inhabitants with lots of desirable new technology. This gives the population a 

of Interacti fighting chance against the elements, but also allows certain corporations to get bigger and 
bigger, trading in new weapons and hi-tech gear, and expanding out into space travel. In short, 

Creations capitalism has arrived in style, and everyone wants a piece of the action. 


Predictably enough, players join the game as Osisians desperate to make money. Each 
starts with a small ship and 1,000 bochfs (perhaps the most ndiculously named fictional 
currency ever created) and must first carry out a series of military missions in order to gain a 
decent working knowledge of space flight and combat. After this, the game is apparently 
completely open. Players can become space pirates, traders, corporate hustlers, space station 
mangers, etc, and can even join a squadron (as in Aur Warrior, Interactive Magic's long-running 
Internet flight sim) or explore the galaxy alone. It will also be possible for players to upgrade to 
more complex ships, and to design their own. Add to all this the fact that communication 
between inhabitants of the virtual galaxy will also be a feature (likely to result in some lengthy 
deep-space slanging matches) and it seems the designers have delivered everything Elite 
players pined for back in the days when Internet gaming was but science fiction. 

Even with contemporary technology as it stands, this is an ambitious project. When 
Planetary Raiders is setup for real in June, the game will apparently be able to deal with over 
2,000 players — 200 on each of the ten servers. Admittedly, the graphics look a little basic - 
ships are constructed from flat-shaded polygons and there ane no Darkening-style lens flare or 
lighting effects — but that is to be expected considering it will be running over the Internet 
where data latency problems are still rife. In any case, many retro gamers will argue that Elite 
was addictive and enjoyable enough even with its constantly flickering vector graphics. 

Visual concerns aside, if Planetary Raiders really ts as open as the pre-publicity suggests, 
and the playing area is large enough to support a variety of planets and space stations (ICI has 
not revealed how many planets to expect, but there should be around 20 space stations), this 
could well become one of the key events in the development of Internet gaming. 

Judging by the fact that ICI has already produced War Birds, one of the first and most 
popular internet flight sims available, it's certainly difficult to imagine the company fumbling 
this project. This is good news for PC gamers who have been promised an online gaming 
revolution for months, but who, for want of alternatives, are still plugging away with the E 
likes of Quake and Meridian 59. 














| As in Elite, mastering 

| the docking process is 
as important as spate 
flight combat skil 





More info 


Planetary Raiders 

Interactive Creations’ website 
provides more details of all Its 
Intemet games, Including how 
to become a beta tester. It can 
be found at: www icigames.com 
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Though Planetary Raiders uses flat-shaded polygons throughout, the game still looks impressive - — 
considering that it's playable over the Internet. A huge range of spacecraft are set to embellish the galaxy with detail 
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tis very rare that people get the chance to 

talk about their favourite videogames in the 

tame way as they deans ther favounte 
fime: picking cut clasoac scenes, reiterating the best 
jokes and debating the key characters with genuine 
warrnth and affechon, The Monkey Ieri adventures 
from LucasArts are among à very select group of titles 
where this kind of thing happens. 

The hrst Monkey Island appeared back in the 386 
days, when the PC was still m its infancy as a games 
platform. What impressed gamers about it was the 
intuitiveness of its pount-and-chck interface and the 
sheer depth and great humour of the brilliantly 
designed storyline. Characters like Stan the second- 
hand ship calesman, and stanes euch es the ingull 
frghits and the first encounter between the lead 
character; Guybrush Threepwood, and Elaine stick out 
in the mind long after end-ol-level bosses and secret 
sections al other games have slipped away. Monkey 
island 2 was, unlike most sequels, more of the same 
non-linear, surreal and utterly enthralling. 

The success of the titles is down to people like 
Jonathan Ackley and Larry Ahem = co-propect leaders 
on the third instalment, [he Curse of Monkey Ears 
Both have long histones at LucasArts. Jonathan worked 
as programmes on Day of the Tentocle, Full Theotthe 
end The Dig (For a short time | werd to another 
company, but | don't like to talk about that’), while 
Larry began as an animator on Monkey Ising 2 betire 
progressing to lead animator on Day af fhe Tentocie 
and Full Throttle 

Ort à recent jaunt to the States, Edge met the guys 
and tried to extract from them as much information 
about The Curse of Monkey sand as possible 


IS U Ax: 


Edge: sit ir i Harni = 
IWE CO TESE VT YOS RTL HE RO COT 
Jonathan Ackley: Well, the graphics have got better! 
Actisally, what we're doing with Curse of Monkey Island 
is a reaction to how the LocesArnts adventures have 
changed, because we wanted à game with really deep 
gameplay. Recently, the games have been slightly 
shorter. Wah Full Thrattie, tor example, the real push 


puzzles to be hard. However, we wanted to make the 
emaronment fall and mteractrie sn when players hit 
those Dick walls, at least they're being kent amined 
wie They ne trang to find fhesr way mrough 

Edges Where hase Tosmmmam eam rom eame 
LA: As we started wrong on puzzles lor this game we 
AUS we wanmi to Iry to get inte afew mone erit 
situations. We were looking at getting the player fo 
actually shoot à cannon at another boat and do some 
more swash-buckling kinds of things — things we 
weren | able fo include in Monkey Islands | and 2 


So that’s set us up 


because of technological limitations 
lor a tew miie 

JA: We really liked the non lineanty of Monkey | 
Particularly the rhree-trial structure on Melie island. So 
in Curse we actually have two complete islands and 
each one has a hree- or froe-mal structure. So id you 
pet stuck in ane direction, you can go and explore 
another, and if you re stuck on that one, there will be 
another one. so you can always go back and forth and 
solve purries m just about amy order 

Rapes T ver etre vemm omnem tup nee 
Tired nmm esee MELS INE OAS 
poeti WM YES BT erry fm gener do on er x 
FATTY MODE e Tey IIT 

BA: 1 don’! thik so. | thnk the reason Quake and 
suse they ane 


DIN a 3 pupula m putt Oe eat 


ames amd | thunk i we core out with 4 great game 
ourselves, albeit a different kind af game | think peopie 
will neally buy mito 8 and engoy it 
dy 0 ied ot Miete hc 21 nlt Rem 
Bi Mw et CA Mos ‘wiley veer ee Pe 
ca pd XI eS ee ete aT ee eee 
s LT Peay yo Cun Cer 180 901 1 Dv 0f WIR TCR PHI 
Mt ilius vol e! Met URN OU As Fs Sen 
LA: We do deal wath all that, ban ii waa definitely 
Somen we were kind ol all sweating over as we 
were first working on the designs twist like, EEM we 
don't want to ignore what happened at the end of 
Monkey 2, but IT was kind ol à complicated situation 
that they left us in. So net to give too much away, what 
basically happens ss that, at the begnmng of Curse we 


start with Canybrish not being fully aware of what 





and punch was the cool use of video cum. Qur goal 


witty thes game was to have all the punch of Full 
Throttie — know, that "peewhizz factor — but also the 
gameplay and depth ol, say, Monkey island 2 or 
Indiana Jones and the Fate of Atlantis. We wanted to 
step back, because this is 4 sequel and because we 
wanted to be true to the style of gameplay that made 
the offer. Monkeys so popular 

Edges ^re ue iya 
"mermsememny Nes S Wn m tp nmmmes mnm 
WANE ae TTE 

JA: Well l'm net sure about the charm of the games — 1 
thought Full Throttle was a pretty good game, but I felt 
what they were lacking was game length, 

Larry Ahern: And a lot of the litle details that get 
thrown in. 

JA: You know. | think when people pet frustrated with 
an adventure game, it's when they hit a brick wall and 
there's nothing funny or interesting or new to do. In 
any adventure, you're going to hir a brek wall sooner or 
later, it's just the nature of the genre. You want the 
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happened himself; He starts off thinking it was all down 
to some land of voodoo curse, and as you play the 
game it evolves and Guybrush slowly figures out what 
happened to him 

So for people who maybe haven't played Monkeys 
| and 2 before, or haven't played them in a while, 
Curse kind of retraces some of the steps, and explains 
lots of ittie nitty-gritty things that somebody might warnt 
lo know. But iF they don't care, they can just skip right 
past that 
JA: We knew that the gamers who played Monkey 
sani 2 would hate us if we didn't explain it! We also 
realise that there are thousands and thousands of 
people who haven't played Monkey 2 who will 
potentially be playing Curee, and we wan to suck them 
into the story, Consequently, the information rs there d 
they wart it, but they don't have to pure that line of 
questioning if they're not interested in it 
LA: Also, Mankey fdand 2 leaves you at this camival 
setting and we didn’t want to start Curse with "Hey, 
okey, you bought a pirate game, but here we ane at a 





camal” That's also part ol the reason Curse sort of 


jumps ahead m time and Cuybrush rs lone ob hurting at 
these carmimal-telated things, but he doesn't necessanly 
Li Z-taa patur to him. He has to reiras 
hes steps and find! cut agam how all the things relate. 
50 the player dives nght into the big piryt acvertiire 
honed of thing, then everything else land of comes out 
as you play 
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LA: | like the pirates at the Stum Bar, mysell — the guys 
ihat gwe yiu ihe Ihee tiak | thought they were pretty 
cool. | hke Meathook. 

JA: | like the: inewull sond fighting, and | Bed Stan quite 
a bet 

Eager vut Fir DAS Wore d WT 

JA: Oh, we just can’t say. We just can’? say, But rest 
assured, some ot ynur old favourites will redqum 
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JA: We had some general ideas of character types that 
we wanted to see in an adventure game that we hada 
seer) before And also, when we were inventing me 
purzles, we were ining to comte up with exotic and 
intetesiiny locales and then we thought ed characters 
that mgh fit these locales 

LA: Like, for example, we have a pirate barber shop 
called The Barbary Coast = y'know, pirate barbers: hey, 
that's tun! 

Toge: Fio ovi oO DOGMA 
UN MM OAS Te VIL ETHTUT 
Ae ee pane Hy Lae i 

JA: Ves, it's defintely still the case 1s just a joy.for me 
a 4 programmer when new art comes through and | 
sce it in the game and i tales me lugh. Larty and | 
will have been working on this game for two years by 
the time it’s all over, and 1 certainly expected t0 be tired 
of the gags. You think of the gags and you write them 
down on paper, and you think, well, lm going ta be 
ready for the punchline, but then when you see how 
these guys have animated it, or hear that certain sound) 
effect the sound guys have gwen to a silliation, it just 
comes alive and it cracks me up 

LA: lust yesterday we were putting in a bunch of facial 
gestures and started fiowing m lines of dialogue we've 
seen a thousand times before and all ol à sudden 
Guybrush is actmg and verre laughing our heads oll 
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seemed like an odd move for Ron Millar 

With the hugely successtul Warcraft 2 still 
selling in bulk, KPG Diablo doing the business and 
Starcraft on the horizon, the accepted wisdom is that 
now would be a good time to mn the company, not 
leave. But Millar, the creative force behind all these 
titles, not to mention the onginal Warcraft, felt the time 
was right to break away. Edge caught up with him at 
Activision's press day. held, appropriately, in the 
medieval setting of Shopenhanger s Manor, the tasteful 
half of Maidenhead's Holiday Inn, where he spoke 
about the split with Blizzard, the work he's doing for 
Actyvisin, and his new company, Redline Games. 


T o many people, leaving Blizzard must have 


Edge: How did you get into the games business 

RM: | was always into games when | was a kid. My dad 
worked in computers, and he used to get mto trouble, 
because he'd bring these computers home with him, 
and I'd end up just playing games an them all night. 
But ! used to hang out in arcades and | played mostly 
Apple I| stuff, and from there | got into programming a 
lithe and designing my own games. | had some fnends 
who were already in the games industry and when | 
last my job loading trucks | got more into artwork, using 
my ST, and got my foot in the door at Virgin in 1996 — 
as an artist. | liked programming, but it was too much 
hard work. | would have had to get up early in the 
morning and study math and things ike that — not 
really my style. 

Edge: You were fired from wing What happened 
RM: Well, | worked there for a while and | was coming 
in late and there were some other political problems = 
| think | was just too opinionated. | was supposed to be 
an artist on à game and | was telling them how to 
redesign it, which they didn't appreciate too much. | 
was pretty young at the time, and very, very 
opinionated. Anyway, they fired me. The official reason 
was ‘coming in late’. 5o | got a job at Silicon Synapse, 
which was Blizzard at the time, 

Edge: You stayed, you didr'i ger hired, and you were 
héalby there when the campa made its Tirst step 
towards what il is today, with Wüonrerst |. IK musi have 
been an excung bme 

RM: It was. Blizzard was great for a long time. | worked 
on à lot of games, on both the art side and games 
design — Rock "n ' Rol! Racing, Lost Viongs, 
Blackthorme. We did a lot of console stuff, a bot tor 
Interplay and then one day we started on Worcrafr /, 
which was when it really took off. That was when we 
got bought out and changed the name to Blizzard. That 
game was really important for me = it was a sleeper 
hit, you know, it sort of gradually built up a following, 
and it paved the way for same expansion, And they 
said, well, how about Warcraft 2? And | said yes. Tt was 
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my baby, and | had a lot of great ideas that | couldn't 
use in the first game 

Edge: it Was a huge suecess. How much 9t it yas 
down io you personally 

RM: There was a great team there, and fd say that of 
the team, there was a core group of about six of us 
that really made the game what it is today. My side ol it 
was more the missions and what units would be in the 
game, because | come from a pretty heavy wargaming 
background — 1 loved Warhammer and Magic, and | 
think it's pretty obvious to see those influences in the 
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title. Chris Benson, who's a designer there, was a 
good fnend, and we used to hang out together and 
play DAD and that stuff, which really gave us that 
coherent, common point of reference when it came to 
building that world. 
Edge: You worked on. Diobío and alsa on the 
ferincoming. Starcraft at Dazzand Thé way you descnbe 
il, you seemed to fit right in. 5o why did you leave? 
RM: Several reasons, actually. | began to feel as if | was 
stagnating creatively, l'd do things like change my office 
around, and try this and that, just for the sake of it 
Despite that cool environment and great people, | just 
needed a change. When you work on something as 
hardcore as Warcraft 2, you go through some really 
hard times with each other, and some of those guys 
are like family to me. But by the same token, that sort 
of intensity leaves you a litte burnt out and you need 
to get with fresh minds and fresh people. 

| also found the corporate environment difficult. | 
always preferred Blizzard the way 1t was, when it was 
smaller, and | needed more creative freedom. It can't 
be helped, though. With big success comes big money 
and big decisions and bigger management. Blizzard's 
pretty good at keeping a lid on that, but it's inevitable 
that a few bad ideas will shp through the net. Diablo 
wasn't really what it could have been, or should have 
been, in my opinion. Another factor was that for some 
time | had wanted to branch out on my own and try 
Edge: Any regrets about leaning just before Sioro 
réhiased ? ft ust heel Tike running most pl the race, 
Sy. to drum out a ot Norm the Tape. 
RM: Yes, it does feel strange, and it was an extremely 
hard decision to make. | had a huge involvement in the 
game, more so than with Warcraft 2, even. Starcralt 
has some really ongmal stuff in it, like three vastly 
different races to control, with different intelligence, 
tactics, everything. So it was hard, but | felt | couldn't 
wait any longer. | left Blizzard before | saw Activision's 
Dark Reign. It was really tough leaving, and | was 
looking round, and | wasn't really sure whether | 
wanted to consult or do my.own thing or what, and 
when | saw Dork Reign, | just thought, wow! If excited 
me so much that | really wanted to be part of it. My 
room-mate and business partner, James, had worked a 
lot for Activision, and he got me to meet the team, and 
we got on and | thought, I''m glad | left. So now I'm a 
design consultant for that game and we'll probably 
work with them for our own titles under my company, 
Redline Games. 
Edge: Redline Games: 
RM: | set it up as a design consultancy/developer. We 
will be doing a game and it will be published by 
Activision. I'm hoping it will be published by this time 
neat year, but time is really not an issue at the 
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moment. l'm going to be taking a break from strategy 
garnes alter Dark Reign, so that gives you a clue as to 
the kind of game it won't be. We didn't really have that 
much of a problem setting it up, either — because of 
our past expenence m the industry, getting backing was 
easy. Obviously, it takes a lot of cash. The average 
game costs between about $1-2 million to make these 
days, but Fd prefer that tò be spent on the game rather 
than cosmetics and poorly acted Wing Commander- 
style cut scenes. The hardest thing about setting up a 
company like that is finding the right office space and 





partner, Redline Games 





finding the right people to work for you. It's tough to 
find people who arent jaded, people who are fresh 
and who haven't in the industry before but who 
have something great to affer. New blood is 
tremendously important — this industry is bad like that, 
we tend to just recycle the same people over and over. 
Edge: There seems to be a trend Towards key 
designers leaving big. compares = people like Peter 
Molyneux. Chris Roberts and Sid Meier, to name 
but à few. Why ts that do you think and why now? 
RM: Designing games takes à lot of resources, and that 
means a big company most al the time, with a lot of 
people. | knew that id said in Wired that they're less 
worried about big companies than they are about two 
guys in a garage coming up with the next Quake, but | 
think that's unrealistic. The bare minimum you need 
today is 12 people to develop a game, and | think what 
people are really searching for is the nght environment 
to create in. Big companies address this with internal 
studios, but it's not quite the same as having your own 
small outfit. It's okay if you're just Starting out in the 
industry. 1 think for me and for these others you 
mentioned, the reason we want to go «smaller is 
because then when we make a game it's our game — 
it's our company. | was really starting to feel at Blizzard 
that what | was. working on wasn't really mine any 
more. | was working on five separate projects, and 
spread so thin that nothing | worked on ever got the 
attention it needed. l'm hoping the games industry will 
move towards the band model, where you get to 
create, and the big companies take care of all the 

legal, practical stuff. That would be cool. 
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ers nave Deen kept waiting SO long TOF eras. The title s 16 onep er levels feature eight new 
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i n d e X Ctivision s driving snoot em up, Interstate 76 monsters (including fire-breathing dragons, phantom 
any will feel it was actually 11 years ago swordsmen and disembodied spectral swords) and there's 
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that they first heard of the game. At last, however, the also a range of new weapons, including a vicious multi- 


Team Apache mission-based thriller is nearing completion and these grenade launcher. All this is accompanied Dy some 


atest shots show a game of distinctive visual style and redesigned deathmatch arenas and a version of the 


Hexen 2 
retro authenticity. At the moment it looks very much like popular Internet Quake game, Capture the Flag. What self- 


the video tt the SPC ne Soi "e Girls ja t 'Cav You ll ne There’ resoe tine DS ychopath could refuse? 

muscle cars, desert badlands setting, etc), but hopefully Activision iS also publishing two action strategy titles 

the game will be more like Mad Max -meets-Destructior over the coming months: Titanic s Netstorm and inhouse 

Derby than ex-topless model-meets-mouthy northern bints effort Dark Reign (developed in conjunction with Aussie 
There is more on the way from the Activison stao codeshop, Australis). The former, due out in the summer, 

Juake Mission Pack No. 2 The Dissolution of Eternity, for has been designed for play over the Internet and allows 

example, nas been developed for Activision Dy Rogue participants to develop fortresses, spy on enemies, form 


Entertainment and, like the first Mission pack released las! alliances and trade assets. As usual for these affairs, 


month, is for use with id's original Quake CD-ROM, players can command a range of different units and the 
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Infogrames issolution boasts two graphically separate episodes action i5 viewed from a top-down perspective. However, 
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Hell's Fortress, set in the Dark Ages, and The Corridors of the game does boast the onginal feature that each player 


Boss Game Studios rime, which mixes historical scenery from a number of starts off on an island of land floating in the sky. These 
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s Interstate 76 promises to be a stylish driving shoot ‘em up 


and will probably benefit from the latest 30 acceleration technology 





| lue second Quake Mission pack 
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to the game as well as some prea 








The Saturn version of Resident Evil (above) is at last on the way and 
should feature a few alterations — in terms of both visuals and narrative 


Isiands have to be extended and protected by the players 
while they also create military units with which to attack 
each other's bases. According to Activision, the server will 
be set up so that players begin on a novice level, and can 
then work their way up through the ranks, battling more 
proficient foes as they go 

PC title Dark Reign: The Future of War is not a Net 
based title (although it does boast modem and LAN 


support) and should find it$ way into the shops by June. 
Again, though, it's Command and Conquer cone sirgntly 
differently — this time in a futuristic galaxy ravaged Dy war 


hoose to represent either the Imperium, a 


Players can c 


tyrannical empire, or the Freedom Guard, a rag-tag bunch 


In Netstorm, players begin on small 
clumps of land before expanding 
outward to approach enemy 
territory. Competing participants can 
spy on each other's units, form 
alliances and chat via typed 
messages. The game's servers 
d be able to support 
4 


thousands of players worldwide 


shau 


of space rebels. Whichever side is selected, the game is 
fought over 30 mission-based battle scenarios taking in 
locations such as volcanoes, jungles and ice plains — all 
rendered rather effectively in hi-res SVGA. There are 34 
different combat units and it's possible to customise the 
amount of control the player has over them, emphasising 


the management elements of the strategy sim 
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The game's main selling point is perhaps its true line- 


Dark Reign transiers the standard Command and Conquer battle strategy concept to a futursitic galactic warzone 
Each of the game's diverse landscapes feature true line-of-sight, so players can use topographical features as cover 





FECTeens 


The third X-COM 
tte, subtiled 
Apocalypse, will 
be the first in the 
Microprose sci-fi 
trilogy to offer 
realtime combat 
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Konamti's Dracula X (E43), blends conventional patom action with RPG elements. The use of totally 2D visuals is rare 
| the PlayStation and lends the game a highly distictive look. Judging by these shots, 3D will not be missed at all 


4 ot-sight system, which means units controlled Dy an 
opposing force can't see the player's units if they're all 
hiding behind à bush or hillock. This adds an extra strategic 
level to a genre fast running out of new ideas 





Staying in the realms of strategy, Microprose is 
currently finishing off the third title in its magnificent 


X-COM series. X-COM Apoc alyp se offers a choice of 
reaitime or turn-based combat and a greater ran es of 
Battie tactics, weapons and movements (including crawling 


and climbing) than the previous titles. On top of that, 
there's the sharp SVGA graphics and an ending which 

takes the player to the Alien world. Despite being a second 
sequel, Apocalypse still manages to look more original and 
innovative than most other strategy titles competing in this 
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On the subject of over-crowding, Digital Integrated 


Designs will be launching its visually stunning PC flight sim, 
TFX F22, into an airspace heavy with similar tities. The it is already responsible for EF2000 - a landmark modern 
company does, however, have a head start on many rivals air combat title, TFX F22 shouldn't suffer too many 


difficulties distinguishing itself, though - boasting real F22 

avionics Suite emulation, accurate air-to-ground and air-to- 

air weapons modelling, configurable missions and 
Itiplayer support, DID seems to have everything a 





propeller-head could want wrapped up in one bundle. For 
veryone else, the F22 (America's next generation combat 








ampat tight sim, TEA F22, is both intncatety realistic and visually 
game employs a host i of effects such as 3D douds, night vision 
IU d weather modelling to accentuate the autherntücty of the flight 
expenence. DID is also supporting vanous 3D ao ER ator cards to ensure that 


the lush, detailed landscapes do not compromise the speed of the game 
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romp, Soon Valley. A plethora of strange, stylisei ^C 
use of pnmary colours make the game look like a cross between “The Wrong 


Trousers and ‘Toy Story’. A far cry from the softeo's forthcoming slaughterfest, GTA 
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Moving away from the seriousness of simulation and Lalegonian company 5 standarad-155,e sinister Durmmecul 
Strategy, DMA IS making gradual progress on ITS N54 3D Rabbits With helicopter ears? Polar Bears with tank treads? 
DIattormer. Silicon Valley. which Should De released Dy t's the natural progression from suicidal rodent: 

LG nrismmas. TT B, Ser i i space station overrun Dy Anotner Brirish company tnat excels in dark NUMOUT | 

strange nybt d creatures (see E41), boasts some interestinj WITOR, and Its miaserpiex ! Ttutunsuc gariglanad anar [y 
yndicate Wars, is set to arrive on the PlayStatk | June 
Althougn certain compromises nave nad to De Made If 
map terms (tne PC version took erent MeES as Its target 


memory size, whereas the PlayStation boasts but two), 


Ihi TE are rari y VISLIal IIT VETIBTIES, C oloured | ghung, ity 


example, now fills each level, as do peripheral effects like 








yet Nave a name, Dut it offer: 


gameplay seemingly based around 





c Park 2'. More next month 
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Shadow Warrior, the forthcoming title from Duke Nukem developer Apogee, is another first person shoot ‘em up. Here the player takes on the role of 
45-year-old martial arts expert, Lo Wang. Wang apparently makes humorous quips throughout the game, That's while he's blowing people's heads off 


down the tactical side of things, simplified the menu 
screens and brought combat to the fore, which should be 
enough to attract console owners who usually shy away 
from complex PC-type strategy games. 

If violence is what they want, however, violence is what 
they can easily get. The rate at which first-person shoot 
em ups are produced does not seem to have slowed since 
Wolfenstein first reared its ugly VGA head several years 
ago, and this month sees two new titles ready to enter the 
fray: Apogee 5 Master of Shadows and ADSD: Descent to 
Undermountain trom interplay. The latter features a greatly 


expanded and enhanced version of Parallax Software's 


In Namco's bizarre coin-op, Armadillo Kacing, players control their 
scaley ‘vehicles’ with trackballs. Four participants can race at once 






Descent engine. Set in TSR's Forgotten Realms universe, It 
combines a standard RPG quest (In this case, the player 
must search for - cue lightning, fanfare and deep booming 
voice - the flamesword of Loth) within a frenzied first- 
person environment. 

Along with the TSR license, Descent to Undermountain 
also boasts 20 dungeon-based levels, dozens of polygon 
monsters and a wealth of realtime lighting effects. The 
visuals certainly have improved since the Descent days: 
detailed and well-modelled creatures hobble about the 
screen and locations are much more graphically 
interesting. However, whereas Descent stood out due to 
its, at the time, unique 360-degree engine, it will be 
Interesting to see how this title performs in a market now 
full to bursting with every shape and form of £E 


advanced 3D-driven games 
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Capcom has just announced an 
enhanced version of its moderately 
popular Street Fighter EX. SF EX 
Plus (above, left) allows players ta 
choose from the original's 15 
characters from startup and 
introduces a new range of super 
combos to the mix, while offering 
new character clothing and 
redesigned, re-coloured backdrops 


screens 
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example). Full review next issue 


jermourntain 

combines traditional westem 
RPG elements (orcs, dungeons 
etc) with 3D first-person visuals 
to create a promising hybrid 
The detailed scenery and slick 
3D engine should impress fans 


m 


of Interplay's Descer 


before the issue went to | 


present but Edge will have a full preview next month 
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Veteran flight simulation developer Simis has embraced the new 
breed of 3D accelerators to make its latest recreation of 


airborne warfare its most explosive yet 





mis decision to abandon winged 
flight in favour of the complexities 
of helicopter aeronautics marks a 


change in direction for the veteran flight 
sim developer. But the ramifications of the 
move go further than that. Gameplay 
director Lee Brimmicombe-Wood says 
1think this game will change the way 
Tight Sims are written." 

The innovation at the heart of the 
game is a convincing campaign system 
Forsaking the threaded but isolated 
missions of other games: war modes, 
Team Apache uses a number of set pieces 
but works them into a system capable of 








The third campaign sees players working as part of a NATO force in Latvia (left), fighting what is effectively the Russian army, with the threat of 
sophisticated hardware offset by the enemy's poor morale. Team Apache pilots can expect lovingly depicted buildings (right) to topple over when hit 


depicting a constantly evolving battlefield 
"We're coming at campaigns from a 
completely different angle, says 
Brimmicombe-Wood. We ve created a 
dynamic, realtime campaign environment.’ 

The repercussions go much further 
than giving the player the opportunity to 
fly missions in day or night. ‘Friendly and 
enemy units will be engaging each other, 
and the player has to make a contribution,’ 
explains Brimmicombe-Wood, ‘If the 
player takes out a critical unit at a critical 
time, they really can save the day.’ 

The sensation of playing within a 
believable war zone is further heightened 











Shoot-outs between office blocks are perfectly feasible in the game, thanks to detailed landscape modelling assisted 
by 3D cards (left). The Columbian campaign (right) pits combined US and UN task forces against Marxist neo guerrillas 








Even the usually dull 


cockpit viewpoint look 
impressive in Apach : 


thanks to 3D cards 








by the way the casualties of war remain in 
the gameworld.'If you blow the hell out of 
a unit, their remains will be there for the 
rest of the game. It makes things very 
satisfying,’ enthuses Brimmicombe-Wood. 

But the challenge of entering an ever- 
changing environment is only one of many 
difficulties facing the Team Apache pilot, 
because as the name suggests, this is a 
game that drops the ‘lone pilot against the 
enemy’ scenario in favour of an accurate 
recreation of the operating procedures 
and combat style of a real helicopter 
team. In the campaign modes, this even 
includes managing the maintenance crew 

‘The resource management reflects 
the real wear and tear on the helicopters, 
the parts available, and the morale and 
abilities of the crew,’ says Brimmicombe- 
Wood. 'Each of the co-pilots and gunners 
will actually have ratings affected by the 
missions, levels of fatigue and so on. The 
player can assess when pilots are 
demoralised or tired and even attempt to 
make them snap out of it, gently or more 
sternly. There's a very large man- 
management aspect.’ 

A simplified arcade-style control 
system will be available, as well as training 
levels and one-off missions to ease the 
novice in. But it's the full campaign mode 
which promises to make Team Apache a 
very different kind of combat simulation. 
Simis has even used the knowledge of 
Bryan Walker, a Gulf War Apache veteran, 
to maximise realism. He's been there, 
seen it done, it,” says Brimmicombe-Wood. 
‘it’s been an immense help in getting 
Team Apache to look and feel authentic. | 
think we've got a nice balance between 
realistic handling, bellevable missions, 
realistic weapons, and an enjoyable game.’ 

undoubtedly, the visual excellence of 
the game also contributes much to the 
feeling of immersion. Using the same 3D 
system as Simis' other forthcoming PC 
titles (such as Terracide), Team Apache 
makes full use of 3D accelerator support. 

‘It's an area we ve been focusing on 
for the last few years,' says technical 
director Jonathan Neuth. "We were 


prescreen 
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"We don't just have vehicles in the game environment, we 
have infantry, too,’ explains Brimmicombe-Wood. “You'll be 
able to see men get out of a Chinook, attach a line to a 
downed Apache craft, then return to their own copter’ (left) 





Slightly delayed by the arrival of Direct3D, 
but now we've worked to get the best 
possible performance using D3D's 
immediate mode. The 3D cards enable us 
to achieve greater realism, which really 
does add something tangible to the game.’ 

Supporting Microsoft's general- 
purpose system means that Team Apache 
can take advantage of all the D3D support 
offered by every 3D accelerator card, 
although Neuth also reckons that even 
software-only performance is equal to any 
other non-accelerated sim available 

Neuth again: ‘High-level terrain effects 
have been done about as well as they can 
be by a number of other developers. But 
nobody has done a really effective low- 
level simulation before. With Team Apache 
you've even got helicopters fighting it out, 
flying behind bulldings. We've been old 
guard up until now, insisting on running at 
25fps rather than putting in textures. But 
what we can do now is have exceedingly 
high-quality immersive graphics and a high 
frame rate. You no longer have to sacrifice 
frame rate for quality. It allows us to be 
simulation freaks but also to make E 
the visuals as realistic as possible. E 





Battling against the Iraqis in Saudi Arabia, players must accustom 
themselves to longer distances, as well as more organised defenses LN 
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Using an enhanced version of Quake's engine, Raven Software is working on 
a Hexen sequel to die for, mixing role-playing influences 


with full-on blasting in some of the most intricate environments to date 


aven has long been regarded as 
the poor man's Id. Despite its 





and the Heretic sequel, Hexen, it's only 
now that the development house is 
beginning to show its true talents, thanks 
once again, to a collaboration with id. 
Hexen 2 will be to Quake what Heretic 
was to Doom, taking what is essentially a 
shoot 'em up and adding a number of 
basic RPG elements to flesh it out. So 
strong was the original Doom that Heretic 





All the windows and wooden doors in the game, 
even the most intricate (above), are destructible 





success with Origin S Shagowcaster, 








The Golem (left) leaves Quake's bo 
monsters in the shade, while the colourful 
scenery affords Hexen 2 greater realism 





had trouble establishing itsel as anything 
more than another imitation. However, 


with Quake's oneplayer game being so 


weak, Hexen 2 could easily turn out to De 


the better game. Raven's Brian Raffel 
outlines the differences between Hexen 
and its sequel: The major difference is 
th 
added a number of effects to enhance the 
realism, such as rain, blowing leaves and 
the ability to smash through wooden 
doors and windows. It's almost as much 
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straight From 


The environments bear little resemblance to their Quake ancestors, with higher polygon 
counts and colourful, detailed textures. With a 3D card in place, this will look astonishing 





in these shots may look a little familiar, as they're 
! Quake, as is the 3D engine, in a slightly enhanced 
form. Current consoles would stru with this kind of detail 


fun just running around smashing things 
up as it is hunting down monsters 

The early version revealed to Edge has 
all the halimarks of the Hexen epic, 
coupied with an enhanced Quake engine 
that allows for highly detailed interiors 
including a church with pews, an altar and 
breakable stained-glass windows, private 
chambers with desks, books, candies and 
even a polygonal quill pen. Compared to 
Quake's impressionistic approach (empty 
corridors and cavernous halls), Hexen 2 is 
much more detailed, and the textures 
exhibited Dy monsters suggest that a lot 
has been learned since id first posted 
QuakeTest on the Internet Some ten 
months ago. All the creatures are polygon 
models, but the crude brown textures 
familiar to Quake are nowhere to be seen 
One in particular, the gold Golem, stands 
out, with smooth, gold-effect skin and 
more complex geometry than id's Grunts 





technology are clear to see, but as Raffe 
n 


Having to learn an entirety new code 


base, level editor and art Dase really 
slowed the project down. That and the 
[E 


tact that we Couldnt use any Sprites to 
represent spider webs, Danners or 
explosions, things that are quite tricky to 
do in a polygon environment. Flat sprites 
just dont look realistic enough. 

With full D3D support bullt in, and tne 
same emphasis on interconnected game 
worlds and hubs, Hexen 2 is likely to be 
one of the first post-Quake titles to really 
test the technology. Multiplayer options 
will also be supported, and if Raven can 
maintain the balance between role- 
playing and action, id may at last have 
some significant competition, Edge 


suspects that Epic, too, will be =<. 
keeping a careful eye on Hexen 2 
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leaVy Gear 


Having lost its Mechwarrior license to Microprose, Activision is bringing 


a different kind of mobile-suit combat to the pc. 
And, with the aid of 3D cards, it's looking huge already... 























Accelerated demos of Activision's Mechwarrior 2 title have been bundled with just about every 3D card on the market. Impressive as they were, 
Heavy Gear, in its 3Dfx form (above) looks to be in a different league, thanks to a polygon count almost twice as large, and brand new landscapes 





VISION iS not a Comparty tO resi sonny. The Mechwarrior games were 


5 La | eS -—— -" z r ha a Hd 
on its laurels, Following the ombat based, Sure,” he admits, "Dut 
untortunate loss of the Heavy Géar will add a number of new 


Mechwarrior license to a FASA/Microprose elements to the gameplay. These robots 
alliance, the company has scoured the 
tabletop gaming market for a Similar! 
DODular prospect. It has come up with 
Heavy Gear, allegedly the fourth most 
popular RPG/wargame in the States. The 
geal gives the company exclusive 
Worldwide rights to the games Tor at 
Bast ten years 
Heavy Gear I5 likely to be the first ol 

many similarly themed games, and iS 

urrently being coded by the Mechwarriol 
2 team, which now boasts Frank Evers 
who worked on the impressive Farthsiege 
2 (the only robot game to give Mech 2 a 
run tor its money) for rival codeshop 
Dynamix. Tougn the original pencil-and- 





paper game has RPG tones, the PC version = 
will focus, not unsurprisingly, on combat = s= " "= nuE rm m 

i : — m "imi— = sa — LÁ! F^ e e AN pe 
That's not to say that it won't be different ——— ——— — 


insists the game's producer, Chacko Though the cityscapes are still fairly basic, it's possible that interior 
firefights may appear in the game, which would be a neat twist 








"Ihe Gears’ size and mobili 
allows for interjor shoot fouts, jaki 
cover, side-stepping and so on 


are a lot smaller than the Mechs, and their 
size and mobility allows for interior shoot- 
outs, taking cover, side-stepping and so 
on. They're a lot more human - they have 
a certain amount of character.’ 

There's certainly enough background 
material. The Heavy Gear universe has 
already been mapped out in great detail 
by the tabletop version's creators, Dream 
Pod 9, which should give Activision's new 
game a depth and continuity similar to 
that of the Mechwarrior series. 

Heavy Gear will be 10096 D3D 
compatible, straight out of the box. The 
Mechwarrior 2 engine is still there, but has 
been significantly enhanced with nigher 
polygon counts for the models (moving up 
from around 400 to at least 700) and hi-res 
textures. Such is the detail of the models 
and textures that Sonny believes the game 
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may well have to be released as a two-CD 
set. The PowerVR version will also give the 
Gears realtime shadows, while the 3Dfx 
version will boast the now-obligatory 
bilinear filtering to smooth the textures 

Activision had a rough ride last year 
with the disappointing Spycraft and Zork 
Nemesis titles, and many regard its 3D 
robot licenses as its strongest suite. 

With its evergreen theme of large- 
Scale mobile-suit combat, Heavy Gear will 
no doubt be the closest thing the 
company has to a sure thing for “97 
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5 Mi trees, as well as | The Gears are far more detailed than those of the Mechwarrior titles. 
walls, rocks and hedges, to mm valua = a firefight Scenery will benefit greatly | from bilinear filtering once implemented en 
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Gaworld: Abe 5 Oadyse, 


Even though it's not in 3D, a new reworking of 
the Flashback genre may turn out to 


be an innovative 32bit gaming experience 








| wd 9. i | yn (E 


| Oddworld's visuals are especially rich thanks to its creators’ background in computer graphics Seti effects. Behind such diatoms italien scenes 
| lies fairly standard run-and-jump gameplay (above left), enriched with an original 'speech' system, which allows Abe to communicate with others 





ne of the more unusual console 
games at the last E*, Oddworid 
Abe's Oddysee was only revealed 
to a select few showgoers behind closed 
doors. Initially called Sou/Storm, it has its 
sights set on the PlayStation's current 
plattorm champion, Crash Bandicoot, 
but seems to draw its Inspiration from 
an older generation of more strictly 
2D-styled platformers 

Developer Oddworld Inhabitants was 
co-founded in 1994 by Lorne Lanning 
and Sherry McKenna, who are its 
president and CEO respectively. Lanning's 
father worked as an engineer for console 
pioneer Colecovision, making him quite 
possibly the first ever second-generation 
games developer. He and McKenna were 
both enjoying lucrative careers as 
computer special effects animators until 
Lanning convinced McKenna that the new 
32bit machines had the potential to take 
gameplay and graphics to new heights 

"What was most important to us,’ 
Lanning explains, "was to create new 
types of play mechanics with a conceptual 
story that you get attached to.' Starting All manner of devices will appear rongan the game. In the typical 

platform adventure game style, making use of each will be vital 





Explosion effects look 
particularly impressive 








Having been in ded for two-and-a-half years, Oddworld will 
have to pull more than just glorious graphics out of the bag to succeed 





Abe could hardly be 
described as an 
appealing character 








with the technical limitations of the 


PlayStation and Saturn in mind, they 
began work on their first game, based on 
rey five-part story set on an alien 
planet, tne eponymous Oddworld 

's Oddysee puts the player in the 
role of Abe, a member of an | ddv vorid 
Sldve-race wno WwOFrKS I a meat-Dacking 
plant. Abe accidentally discovers that his 
masters are using his race as foodstuff, 


Abe’ 


initiating his eight-level adventure. The 
game i$ made up primarily OT side- 
scrolling screens similar to FiashBack, with 
a total of 110 screens in the first level alone 
But, maintains Lanning, the Flashback 
omparison is misleading. ‘There are a lot 
of situations in this game that are lifelike 
which makes it very di ferent. You have to 
understand the characters’ personalities 
and benav iours. not just the mechanics 
understanding the characters is how 
you're going to make progress further 
along in the world.’ 
It may be stretching a point to say that 

Oddworid's characters are lifelike, Dut 
many of the game s quirky features are 
ntegrai to the gameplay. For instance, 
Abe can tip-toe past sleeping enemies, 
and he has a chant power that enables 
him to take possession of the minds of 
enemy characters, whom he can then use 
to attack other foes 





Communicating with other characters will form an integral part of 
gameplay, although details of how this works are currently vague 





Another new feature in Oddworld is a 
form of language that Lanning Calis 


‘gam Ie — Dna artia ify Sole ar DV ine 
audio puz Sof LucasArts 1989 point- 
RAMUS: adventure. Loor, it gives Abe a 


very basic vocabulary with which he can 
communicate with other characters. Using 
the directional pad, Abe Can Issue one of 
eight simple commands - phrases like 
Wen Here' and 'Follow Me 

wo-and-a-halt years after Inceptic 
the game has finally Deen properly 
unv elled because, Lanning explains, We 
wanted to have something to show before 
We Started talking, to prove what were 
playing with is real.’ Oddworld should 
make for a refreshing change from the 
PlayStation's diet of polygon racers and 
De. em ups. It's certainly a Cad move 


ra company to debut with such a am 
cieli berately retro platformer 
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With both Bushido Blade and this follow-up to its — 
hugely distinctive debut fighting 


amie in the works, 


Square Soft is showing that it's taking the beat 'em up genre seriously 


Tobal 2 retains the Gouraud-shaded characters of the original and 


many of the same characters, although the appearance of the Chocobo 


bird (above), previously seen in the Final Fantasy series, is a first 


hen Tobal No.7 arrived in Japan 
last Autumn, it seemed that 
Square — purveyor of the sequel- 


spinning Final Fantasy series = had bitten 
off more than it could chew. In both 
gameplay and look, Toba! No.7 was highly 
derivative, and its attempt to Introduce ari 
RPG-style element to the genre using a 
series of explorable 3D 'dungeons' was 
lightweight at best. 


with the 
new analogue 
ler in minc 





Not deterred by Tobal No, T's muted 
reception, Square is at work on a sequel 
which again features two modes of play - 
a standard one-on-one fighting mode and 
an RPG quest mode. In a marked 
departure from the first game, Tobal 2 is 
designed with the PlayStation's new 
analogue controller in mind, and the quest 
mode follows the lead of Mario 64 in that 
it's possible to move freely within a 360" 
world. Also, collectable items have been 
considerably beefed up with a far greater 
variety of objects on offer. 


Format 
Publishe 
i Kevelonet 
Release 


Origin 
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But it's the potential afforded by the 
analogue controller that sounds most 
enticing. The intensity of any given punch 
Or kick |S Increased the more the Stick is 
pushed, a feature which, if it works, could 
prove influential. 

In a less groundbreaking twist, fighters 
will become slightly sluggish after taking a 
particularly intense blow, leaving them 
vulnerable to follow-up attacks. 

Tobal 2 has some way to go if it hopes 
to match the benchmark titles of Namco 
and Sega, but Square's experimental 
approaches to the genre simply E 
demand attention 





An impressive 
lightning bolt is 
charged up (left), 
then fired to 
devastating effect 
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MoTo Race 


Motorbike-racing game 
fans will fondly 
remember Enduro Racer 
and Super ings bre - 
Motor Racer cribs ideas 
from both Sega games 


The trial bike sections 
offer both country 
locations (top) and 
stadiums to race in 











Fade to Black developer Delphine is now workin 


a full 


on something rather different - 
-on motorbike racing game that's primed to 


leave its PC competition choking on dust 





espite recent developments in 
technology, the PC nas yet to 
prove itself as a platform for 

arcade-style racing games, Both Screamer 
and its sequel were picture-pertect 
impressions of what à coin-op racer 
should look like, but, like a picture, lacked 
the depth of the true expenence. Even 
Sega failed to do its own arcade originals 
Sega Rally and Daytona USA true justice. 
Strange, then, that the most promising PC 
arcade-esque racing game to date should 
come from Delphine - a company which 
has never before strayed into the realms 
of either the arcade or the racing genre. 

Moto Racer is, in fact, a motorcycle 
sim, So the French company is 
automatically stacking the odds against 
itself. Due to the complexity of transferring 
bike handling to home platforms, almost 
all games in this genre have failed. Here, 
though, the designers seem to have got 
the handling about right, combining the 
natural accessibility of a coin-op with the 
PC's tendency toward complex simulation. 

Adding to this is the wide range of 
gameplay conditions. The nine courses on 
offer take in surfaces such as dirt, mud, 
snow and sand — each affecting bike 
handling in different ways. As 
demonstrated by Psygnosis F7, weather is 
rarely simply a pointless, aesthetic 
addition, instead governing the way a 
course should be attempted. 

Visually, too, everything is present and 


axtured, and the bikes themselves are 
ealistically drawn. Effects like realtime 
lighting also play a part: Delphine has 
included MMX compatibility and will 
hopetully dip generously into that 
particular pot of visual extras in order to 
enhance peripheral visual touches 

With features such as a multiplayer 
LAN option and various gameplay modes 
thrown in on top, Moto Racer could well 
prove that the PC and the racing game are 
not mutually exclusive, after all. 

While Delphine may be new to the 
racing market, then, it looks set to show 
its PC-based competition how it should be 
done. On console, a forthcoming 
PlayStation conversion should be (a 
equally as promising. 


correct. Each circuit Is well-designed and 
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The superbike mode 
will obviously push 
Delphine's 3D engine 
to its limits. The demo 
Edge has seen is 
extremely swift 
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With a predecessor like Afterburner, 


Sky Tar get had a lot to live up to in the arcade. the home conversion should 
provide Sega with a chance to built on its merits and repair its flaws 





choose from at 


Players 
least four craft: F-16 
Falcon, Rafale, F-14 
Tomcat and F-15 eagle 











hen the 32bit consoles first 
w appeared, it looked as though the 
fight shoot 'em up would become 

a key genre. Sega's Wing Arms and 
Namco's Air Combat were both converted 
from the arcade within months of each 
other (prompting a brief splutter of 
imitations), but both lacked the brilliance 
required to hook home audiences. The 
genre subsequently drifted almost into 
disuse. By converting the second sequel 
to seminal coin-op After Burner, however, 
Sega is obviously hoping to revive interest 

The company may well Succeed. Sky 
Target has proved a popular title in 
Japanese arcades, boasting a mix of 
impressive 3D visuals (rolling Seascapes, 
rocky canyons, grass lands, etc) and a 
huge variety of enemy aircraft. There is 
also a healthy range of tactical features to 
give substance to a normally simplistic 
genre. The player's sights can lock on to 
some enemy aircraft immediately, for 
example, while others have to be targeted 
first — this prevents each enemy from 
becoming an instinctive and easy hit (as 


they often were in Air Combat and Wing 
Arms). Also, the game's impressive Dosses 
- ranging from flying fortresses to 
Intercontinental rockets — have to be 
destroyed within a certain time or they 
escape, costing valuable points. 

On top of all this, there is a limited 
supply of missiles to bear in mind (players 
can call on a range of special weapons), 
and the fact that avoiding enemy fire calls 
for some highly dextrous flying. 

Despite the intrinsic playability, 
however, there were problems with the 
arcade original. Slowdown often occurred 
when the screen filled with craft and a few 
graphical bugs existed due to a lack of 
processing power in the Model 2 board 
The Saturn's twin processors have 
apparently-cleaned up both of these 
misdemeanors, however, even allowing 
for a few extras — Saturn Sky Target 
should, for example, boast a greater 
choice of aircraft. 

If the flight shoot ‘em up /s to return to 
the 32bit console scene, Sega's £E 
title could well lead the march. | 
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The French company once known as Atreid Conce 


has emerged from Mindscape s shadow 
and is celebrating its rediscovered independence with a trio of new titles 














Kalisto has a number of titles in its roster: the launch PowerVR title, U/timate Race (top 
of page); Dark Earth, an epic adventure game for PC (above left); and PlayStation beat 


iz BEC up Nightmare Creatures, set in the foggy backstreets of Victorian London 























into the action with a training level. The 
mak crapnele hora ie on omen 





it was supposed to be the beginning of a beautiful friendship 

Mindscape was In dire need of development talent and Atreid 
was desperate to expand. Mindscape moved in, changed the company's 
name to Mindscape Bordeaux and started work. Three years on, the 
marriage is over, and Atreid has emerged with a new name, Kalisto, three 
new titles, renewed setl-confidence and some serious plans for expansion 

Gaume, à lapsed academic with boundless energy, an enthusiasm for 

games and a knack for picking team players with real talent, Founded the 
firm in 1990. It created Pac in Time for the SNES and gained the honour of 
having the game released by Namco itself - the first time any developer 
outside Japan had been allowed to use the character. It didn't release 
another game until A/ Unser Jor Arcade Racing for Mindscape, à competent 
but inevitably sub-Cramrmond racing game. Its other brave attempt was 
Warriors for the PC, which tried to fuse Virtua Fighter-style polygon 


W hen Nicolas Gaume sold Atreid Concept to Mindscape in 1994, 





nce. Tan 


ED and realtime'characters 
characters with prerencered scenery similar to thet of the Alone in the 
Dark titles. But those were really just rehearsals. ironically, Mindscape will 
not get to benefit from the main attractions, Ultimate Race and the 
forthcoming Dark Earth and Nightmare Creatures. 

‘After three years, we realised that we really had no future together,’ 
sighs Gaume ‘The extra money had been useful, and there was a great 
deal of cultural and technical exchange, but there was also a huge amount 
of pressure from the parent company, Pearson, who had paid an 
extortionate amount for Mindscape and were looking to cut costs. There 
ware many talented people at Mindscape, and we had a very useful two 
years with them, but in the event we felt that we were really just another 
one of the items on the corporate task list.’ 

And sa they split. Gaume raised the money to buy back the company, 
replaced the Mindscape Bordeaux tag and set about creating the kind of 
environment ne knew would lead to some great games. 


Walking around ine Kalisto offices in the business district of 
Bordeaux, it’s evident that the emphasis has been placed firmly on 
nurturing team spirit and creativity rather than buying fancy desks, 
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conference phones or wall-to-wall shag-pile carpets. it's dark, maze-like, 
and cluttered; faces are lost in the gloom, and programmers and designers 


sit huddled around each other's screens as if for warmth 

The biggest room is occupied by the most ambitious project. Dark Earth 
Is an epic soience-fantasy adventure for the PC, with stunning rendered 
backdrops and realtime 3D characters. The 20-strong team currently 
bringing it to life is headed by a former games journalist, Guillaume Le 
Pennec, who believes that it could be the start of something really Dig. 

‘With this game, we are creating an entire world, with Its own people, 
its own history and its own mythos,” he gushes. Before we could start on 
the game, we spent months and months working on the background, 
making it wholly believable, making sure the continuity was there, and 
drawing all the threads together." 

The design document for the game could sink a battleship, covering 
everything from the myriad races that inhabit Dark Earth to its lara and 
fauna. The plot is equally weighty. The central premise is that Earth, 
following a catastrophic meteor storm, has become shrouded in a great 
cloud of dust that has blocked out rhe sun and covered the continents In 
great sheets of ice. Humankind gathers in great citadels for protection trom 
the strange, demonic creatures called "Stallites’ which lurk on the tundra 
and spring up wherever the sun breaks througn the cloud. An entire 
religion has evolved to explain the perpetual nignt, presided over by the 
Sunseers. The player's character, Arkan, is wounded while guarding the 
seers and infected with a virus. The game then becomes a tense race 
against the clock to find a cure betore it's too late, and tOdiscover the 
secret behind the apocalyptic meteor storm 

Dark Earth is an impressive piece of software in a number of ways. The 
backgrounds have all been rendered on SGls and are of a similar quality tà 
those of Square's Final Fantasy VII. The plot gives rise to a style that blends 
bronze machinery, guns and technology with medieval swords'n'sorcery 
Imagery. There are some 250 screens to explore (infogrames’ Alone in the 
Dark had only 50), all rendered in Softimage and 3D Studio. The result is 








that it looks every inch like the kind of game the disappointing Timegate, 
from infogrames, should really have been. Although the team is justifiably 
proud of the visual flair of the title, Le Pennec is keen to emphasise that the 
most crucial aspect of designing an adventure is the play-balancing 

If you don't get that right, you may as well forget it. We don't want to 
be creating games for specialists; we want to make games that have a 
broad appeal, in the same way that fiims do. The problem with games like 
Resident Evil and Bioforge, although they are great titles, is that they put 
too much emphasis on combat, with no character interaction — it's just kill, 
kill, kill. We're trying to create something with infinitely more depth.’ 

Playing the beta version proves that Kalisto ts on the right track 
Although: the speech is in French, it's already obvious that Dark Earth has a 
lot more ta offer than pretty visuals and fight scenes. There are more than 
95 different characters, and all can be attacked, befriended, questioned or 
completely ignored. Spot animations bring the rendered scenes to life, the 
detailed textures on the character models give each one its Own 
personality, and the smooth animation suggests a degree of polish more 
commonly associated with adventure veteran Delphine. If the game is à 
SUCCESS, Kalisto may well find Itsell competing with its heroes, including 
LBA creators Adeline. Le Pennec ms a huge Alone in the Dark fan, and he'd 
be delighted if his team could be credited with taking the genre further 





































Although most of Kalisto’s resources ate currently focused on 
bringing this ambitious project to life, it ts by no means its only hope 
Gaume realised in 1990 that 3D games were the future and set about 
building a universal 3D code library - an engine that could be adapted to 
almost any genre. Entitled Libsys, the technology is constantly evolving, and 
fram the outset has been largely structured around Windows and the Mac 
Predicting that Windows would eventually become a gaming Standard must 
have seemed like a pretty big bet in 1990, when DOS games were only just 
beginning to find their feet. Gaume is pleased that he backed the right 
horse, but hé doesn't see himself as a visionary 

"AM would say is (hat, at the time, it was obviously a very big gamble 
for us to be thinking in those terms, when the rest of the industry was full- 
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C tite Ultimate Race is currently the best-looking racing game available for the PC. it runs in hi-colour at over 25fps, and features reattime 
MR oa it E pean eatin, caiman att att . lmportantly, another version is due soon, with extra tracks and cars 














steam ahead with DOS, We didn't ignore DOS, obviously, but in developing 
LiDsys, we assumed that one day code would be Spit and that it would 
have to run under Windows, and we were right. We didn't, untortunately 
predict the rise of the PlayStation! 

They may not have predicted the rise of PC 3D cards either, Dut they're 
nevertheless one of the first developers to get to grips with VIOeOLORIC : 
PoweryH technology, via Lilfimate Race, Race was developed Using the 
Libsys libraries, and on (he evidence provided Dy me tithe, Kaisto seem: 
perfectly prepared for the PC s emergence as a serious games machine 
Almougn only currently available as a pack-im bundle, the game i5 an 
incredible achievement. It runs comtortabhy Derweer TRE E RUE 
&10x480. and leatures lens fare, minimal scenery pop-up and some 
amazingly detalled scenery. In tact, Ultimate Race suggests that arcade 
ttes such às the 3DIx-powered San Francisco Rush are only à year away 
from being possible on the hnumtüle PC 


However, Libsys nas been sidelined in favour of development on 


the imminent PlayStation action title, Nightmare Creatures. The project 
leader is Cyrille Fontaine, and he's not an easy man to find in the halt 
light of the Kallsto Building The cramped office space occupied by the 
team s filled with PlayStations, comics and clutter, and the ambient Hght of 
the monitors throws everyone into surtabhy nightmarnsh rehet. Fontaine 
SPeMS weary as he bemoans the tact that his beloved Litsys could not help 
them with the game 

‘We really are forced by Sony to use their own libraries, ne admits 
"That's okay, but Kalisto has spent years working On a number of excellent 
3D libraries that would have made things much easier. Luckily, at this stage 
its not really a problem, because the PlayStation really ts ideal tor hignting 
games. The only real problem we had with it was that we started work on 
ine game almost two years ago, and at that time we weren't Sure now 
powerful, or not, the console would be. We thought it would De a littie Dit 
faster than Itis, but we've managed to work around It ' 

Although it initially bears all the hatimarks of a Tomb Kander clón 
Nightmare Creatures is a straignt 3D scrolling beat ‘em up. Fontaine 
compares Tomb Raider tà a 3D Prince of Persia, and deines Nightmare 
Creatures as a “SD Double Dragon’. Uke Tomb Raider, however, players car 
elect to play as a female character, fighting their way through 15 levels of 


Both Dark Earth's Guillaume Le Pennec (left) and Nightmare 
Creatures’ Cyrille Fontaine (right) have an eye for atmosphere 





aid London roewn — superb recreated in reailimne with ligi SDUFCINE, 
transparent tog effects and some truly gruesame-J00KIng apponenis. Some 
lean out at Ihe player from behind gravestones and was, others swoon 
down from the Skies and some attack in smal PTOUDS, Ike Tamors 
ALTIOSDNeNC t5 ie Operative word here 

MINGsSCane wil no doubt kick tsel when these tries see ma Iteht ot 
day. Each ONE looks extremety promising, anc as a company, Kallisto 
DoSSeSSes g level of enthusiasm and creativity that would De the envy of 


many developers fit can maintain the momentum, finish Dark Earth and 
score a hit on the PlayStrabon, then te Tuture looxs Orient indeed fr 


NICOLAS Gaume and nis team 
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The nature of the Nintendo 64's hardware instantly brings to mind vivid 3D worlds, but 
a small Japanese developer is breaking the rules by making its 


first 64bit game a distinctly two-dimensional affair - albeit a rich and action-packed one 


estling in the heart of Shinjuku's infamous electronics district is a 
small developer with a world-class reputation. Treasure is the 
creator of acclaimed console titles such as Gunstar Heroes, 
Dynamite Heady and most recently, the oddly RPG-infused Saturn beat 'em 
up, Guardian Heroes. Edge is here to meet the president and CEO of 
Treasure, Masato Maegawa, and Enix's Yuchi Kikumoto, and to see the 
work being undertaken on Nintendo 64 title Yuke Yuke Trouble Makers (aka 
Go Go Trouble Makers). Enix is present because it is publishing the game 
despite the company's newly-cemented allegiance with Sony through its 
forthcoming Dragon Quest Vil (recently at the centre of controversy in 
Japan because of the series’ historical link with the Nintendo brand) 

Masato Maegawa is a lively character, hammering out words at the 
same blistering rate as firepower spews from Characters’ weaponry in his 
company's action-led games. He explains how Treasure was created five 
years ago and founded on a vision ‘just to create great games,’ describing 
how this vision flew in the face of corporate Japanese publishing where few 
risks are taken and ‘certain rules’ must to be strictly adhered to. This desire 
for personal autonomy rose from years working under such a regime - 
many of Treasure's core employees (including Maegawa-san) previously 
worked for Konami 

Maegawa-san graduated from university eight years ago and 
immediately joined Konami as a programmer. It was here that he 
programmed the Game Boy version of Dracula Densetsu (Castlevania), a 
game he is quick to point out was ‘Not very good' - true in some respects, 
but given that the game found its way into more than two million Nintendo 
handhelds worldwide, an example of Japanese modesty. The SNES classic 
Castlevania IV is another title that Treasure's staff played a part in 

But it was rivalT&bit technology — Sega's Mega Drive - that the company 
chose when it first started out. After completing Gunstar Heroes — regarded 
by many as one of the definitive T6bit action games — Treasure went on to 
create other highly regarded Mega Drive titles such as Yuyu Hakusho, 
Dynamite Heady, Alien Soldier and Light Crusader. Now, though, it has 
turned its attention back to the Nintendo, and naturally its Né4 technology 








Treasure started wore on Yuke Yuke almost two years ago. At the time 
the Nó4's chipset wasn't even finished and a lot of guesswork was needed 
to form the early design concepts. Little was known about the machine's 
polygon handling, other than the fact that pixel quality would be higher 
than that of the Saturn and PlayStation. And development tools either 
weren't ready or were undergoing constant revisions — a situation not 
uncommon to any hardware launch. The resulting game Is shot through 
with the same desire to delight that infused Treasure's previous essays in 
platform gaming, but takes full advantage of the N64's hardware to create 
some of Yuke Yuke's most impressive effects. Edge quizzed Maegawa-san 
and Kikumoto-san regarding the development of a title whose themes were 
thought long forgotten but which full-on action game fans will no doubt be 
ecstatic to see being resurrected. 


Edge: Treasure has long been a loyal Sega developer, so why the sudden 
Switch to Nintendo? 

Masato Maegawa: Its difficult to explain... Simply, we heard about the 
machine and were very interested in developing for it. | suppose we were 


Enix basically hunts for brilliant 
developers. Tredsure is famous tor 
action games, so we got together 


just Curious. In fact, when we were working on the Mega Drive, Nintendo 
was dominating the market but despite this we chose the Mega Drive, 
which was easier to develop for. For YYTM, we did not consciously choose 
Nintendo — our choice was based on the functionality of the hardware 
Edge: And why did Enix decide to work with Treasure? 

Yuchi Kikumoto: Enix has no internal development and we basically hunt 
for brilliant developers and contract with them. Treasure is famous 

for action games, so we wanted to try at least one time with them.. 

MM: Personally, | have a lot of time for Enix [laughs]. In fact, when | was a 
student | had an interview with them. | wasn't chosen, though... [laughs]. 
YK: [Surprised] | didn't know that. 

MM: In fact, | have very good memories of Enix at that time and since then, 
we have been asked a few times to develop for Enix. Two years ago, we 
chose to develop on the Né4 and thought it would be a good idea to do it 
with Enix 

Edge: How many staff worked on the Yuke Yuke project? Was the game 
created by the same team as Guardian Heroes and Gunstar Heroes? 

MM: No, the teams are different, but all our games have shared staff at 
certain times. The main programmer of YYTM is the same programmer that 
coded Gunstar Heroes. The character designer also designed the 
characters of Gunstar Heroes and Guardian Heroes. Basically, the team 
wasn't fixed as such, but | guess we had a. maximum of 15 staff working on 
the game with an average of 12 all along the development. 

Edge: Was there anything you wanted to do in YYTM that wasn't possible? 
MM: No, not really. We wanted to make something different from Gunstar 
Heroes. In that game, the player basically just has to shoot everything. This 
made the game interesting and very enjoyable but YYTM is different and 
we focused on researching a gameplay feature unique to the title. We 
found the 'catching' feature worked well and making this work so that it 
was enjoyable was perhaps the most difficult thing to do. 

Edge: How are you finding development on the Nó4? How does it compare 
to working on the Saturn or Mega Drive? 

MM: When we started, the environment was not ready, So it was very 





prescreen 


Yuke Yuke Troublemakers is one of the most original N64 
titles to date inasmuch as it shuns 5 in favour of 
sprites. The result is a game which back to classic 16bit 





difficult for us. Cartridge- and CD-ROM-based machines cannot be 
programmed in the same way. Cartridges have their advantages and 
disadvantages. It has the benefit of being able to load data instantly but 
obviously it would De better to have Cartridges at the same price as CD- 
ROMs. Of course, for action or fighting games cartridges are much more 
convenient, but it's only a question of getting used to develop on the N64 
Edge: Did you use any special hardware techniques with YYTM? 

MM: No, not really, but we worked especially hard on a particular boss. 
The game is essentially 2D but this boss was created in 3D. We had to link 
small, individual parts of the boss to make it move realistically. We also had 
to play with the lighting effects... For this boss the programmer did a great 
job. You could say we used the know-how we've acquired over the years 
Edge: I5 the N64 an easy platform to develop on? 

MM: It i$ pretty dificult Compared to the Saturn I think it's more difficult 
But after making one piece of software for the N64 you get used to it and it 
no longer becomes a problem. 





Treasure's Masato Maegawa presides over one of the smallest but 
most dynamic and exciting development teams in the world today 
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Yuke Yuke Trouble Makers may be primarily a 2D game but Treasure is justly = of its impressive 3D special effects, best seen in the game's 
bosses such as this one (left). ay be primarily a 2i heroine, Marina, has a great number OPNE aiii give hor very smesthy ld movements 





* Edge: What is your relationship like with Nintendo? Are your two 
companies close to them - does NCL maintain a lot of control over 
Nintendo software development at Treasure? 

MM: We don't have a special relationship with the company as such, : 
but Nintendo provided good development support and the staff there have d PER " 
been very helpful EMENN 
Edge: Are there any other game designers or programmers Whose work 
you particularly admire? 

MM: Shigeru Miyamoto, naturally, because he makes such great action 
games. | really think he's a god as far as games development goes. In the 
RPG scene, | really rate Yuji Horii, the creator of Dragon Quest 

Edge: What do you feel are the most important things to consider during 


1 admire Shigeru Miyamoto, 
far as game devefopment goes 


the developing of a game? 

MM: Planning i5 the most important thing to us; we decide eventing 
during the planning phase. Otherwise, gevell opmen it would be too difficult 
Edge: What kind of games do the teams like’ 

MM: Personally, | like the Mario games. It's difficult to speak for the other 
staff but | know that the main programmer likes Virtua Fighter, tor example 
Edge: Do you want to make games other than the action-Dased variety? 
MM: Yes, of course we'd like to do other types of games. First we want to 
make the type of games we're strong at, Dut we still want to make games 
in different genres in the future. 

Edge: As a company, do you feel that Treasure is any different from other 
Japanese videogame developers? 

MM: Lots of people here like foreign games, but | do not think our games 
have a particularly foreign, non-Japanese look — their design iS also suitable 
for Japanese tastes. For RPGs, it's a different story - for them, the Story 
plays an important part in making the game interesting and each country 
naturally has its own particular points of interest. But for action ÈE 
games, it's the same the world over... L 
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Yuchi Kikumoto is section chief in Enix's software planning 
an department, and is closely linked to the development of Yuke Yuke 
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French outfit Infogrames was once known only as thé producer of well-crafted if rather. 
‘specialist’ titles like Alone in fhe Dark. But the company is changing. Thanks to a tie-up 
with Manchester-based publisher Ocean, it Is moving away from its position on the 
periphery of the games world and |s demandisig a centre-stage role, Edge returns to Lyon 

tg discover the true extent of Infogrames' new-found global ambitions... «Tn 












































ne French town of Lyon is: (he spitting 
mage of the towns used forall the 
Stock photograpny in French language 
textbooks, Its pot small cafés, shuttered 
buildings, and drivers who think that a red light 
means ‘select target’, People saunter about, 
smoking cigarettes and sippire black coffee 
There's a certain air of, how shall we put it, 
‘laissez-faire’. Everywhere, that is, but in the 
concrete tower block that dominates the rue du 
ler Mars 1943 

Behind the ragged vinyl shutters (hung, 
Oddly, on the outside of the windows) tives 
infogrames, and everyone in that building is 
working as fast and as hardas they can to 
secure intematiónal success for a company that 
nas, until recently, been a Strictly Europea 
creature. However, a recent merger with British 
veteran Ocean has piven it global ambitions that 
include a wotndwide Multimedia arm, television 
interests and, of Course, videogames. Most UK 
gamers will only be familiar with infogrames’ PC 
software, in particular the groundbreaking Alone 
in The Dark titles created by French codeshog 
Adeline, but that relationship ended, somewhat 
acrimoniously, Some time ago, Infogrames is: 
how looking fate new direction that sees it 
embracing the PC, PlayStation and Nintendo 64 

Things Igok consideranly more cheerful 
inside the GUNG than outside, Grant cardboard 
CULOUTS of game characters [Iter the hallways - 
including a hüge Tin-Tin, an oversized Smiri 





B iens — 
m. M 


(from the SNES title) and, unsurpnsingly, Asterix 
and Obei IUS not difficult to see why Ocean 
Seemed such à sweet deal. After all, it’s not 
easy tó be taken seriously m the world market 
When all your pames are so distinctly 
European’, and either cutesy platformers or 
SIOW-roving adventures. Ocean has spent the 
last year recruiting quality developers, such as 
Neon, and nurtunng its Internal development 
team, Tribe, which is producing a number of 
action titles = a genre Infogrames has long been 
eager ro explore. The first break from tradition 
will De PigyStafion racing title V-Ralhy, developed 
within the colourful confines of the Lyon office 
There's been something of a Buzz 
surrounding this game since it was first 
announced only two months ago. The teak of 
What appeared to be hires sereensnots 
Suggested a real breakthrough in PlayStation 
tei hnology a tumour thal gained more weight 
when It was announced that the team 


responsible had bypassed Sony's libraries and 
written directly to the chip, Edge printed the 
'Shpts in PreScreen Alphas and was eager 10 get 
to grips with the real thing. 

V-Rally, as it happens. does not use a hi-res 
mode. It rs, however, extremely quick. For Rally, 








pivscreen 





we foung 
that the Sony 
libraries were simply tao slaw to afford us the 
level af speed and realism that we needed.’ 
explains Rally producer Stefen Baudet 
‘Basically, we simply left out any library data 
that Slowed (he frame rates or limited the detail, 
and programmed directly tà the PlayStation GPU 
and GTE processors in machine code 

The alpha version that Edge toyed with is 
easily as fast as anyiring yet Seen on Sony's 
machine, including tne rough-hewn put 
expansive Rage Racer The courses -a daunting 
45 of tnem - vary from jungle terrains, deserts, 
townscapes and the obligatory mountain 
passes, spread over three geographical areas — 
Ainca England and Corsica. The vehicles 
inciude officially hicensed models from Renault 
Mitsubishi, Lancia, Peugeot, Seat, Nissan and 
Ford, as welles a number of hidden cars. the 
team has mecorporateg weather effects such as 


Sony. s machine 


£g Showy, 1 adalin to ment ant day 
CyGes and 3D stereo sound. Pop-up is minima 
although Verne in Ihe TES) mom seems keen 
to pot out that it's yet to be Optimised: The 
tamiliar PlayStation ITI ci a Lac are still present 
white break«up lines mysteriously appear frorn 
ume to ume and the car dynamics are far trom 
Perec Duras Baudet points out, the gama 
stili under construction 

"There are very few racing rames our there 
that actually use true car dynamics 
We looked at every title we could get our hands 
On, and realised that almost none of them Dear 


any resemblance to the way a 


he argues 


real car would 
handle. There were a few exceptions, notably 
PSygnasis. Formula T, GP2 trom MicroProse, 
Sega Rally in parts, and perhaps Screamer 2. but 
that's a relatively small number. The one thir Ig 
they have in common, as well as true modelling, 
is that they're all Considered to be superb 
games. Its witàl to get mè handling right” 

To supplement the advanced dynamics, V 
Rally incorporates three diferent control modes, 
from Beginner to Expert, with tne realism 
increasing wilh gach. level, in Expert, all the 
precise forces that acr upon a vehicle are taken 
intà account and the car becomes nlmost 
Impassinie to Control (let's hope that it doesn’! 
become so real that its unplayable) 

Ari Vatanen, winner of both me Paris 
Dakar and. the World Rally Championships and 
Special advisor on the project, playtests the 
game on a weekly basis to ensure that the 
realism and tun of rallying remain balanced. || 
anyone should know about car dynamics, it’s 
him. However, when Edge arrives, Vatanen is 
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nowhere to be seen, having rolled his car foul 
limes over while rallying m italy at the weekend 

The general feeting at Infogrames ts that 
V-Rally will be à real breakthrough, and indeed, 
Edge was impressed with the smoothness of 
thé engine. Baudet nimsalt a stickler for detail, 
is supremely confident, We're determined to 
get the most from the PiayStanon in terms at 
speed," he declares, "We spent years working on 
the 1&bit consoles, in 2D environments with 
games running at SU-60lps, so we re not used to 
seeing our games running slowly. The PC, for 
example, has games such as GP2, which have 
invered people's expectations, DU! we Deneve 
that if you drop below 30fps you significantly 
reduce the playability Of a game, which iS why 
V-Rally never grops below that evel, regardless 
of (ne number Of cars onscreen. 

Brave words, but that's a pretty tall order 
Even on a ZD0MHZ MMX PC, Edge has seen 
mary a racing game Siow dramatically when 
other cars appear on the scene. So how does: 
Infogrames intend to Overcome this seemmgly 
inSumountable problem? 

"Wit a watchdog," Baudet replies, 
mysteriously. "We've Duilt in a kind of watchdog 
program that monitors tne frame rate. If checks 
the delay between the CPU and the GPU and if it 
discovers on one frame that it's getting close to 
the limit, then it just leaves a few elements out 
of the next frame until the timing is fixed. By 
calculating on a frame-by-frame basis, it's 
extremely responsive and economical, so the 
player will probably never notice te drop in 
detail between the frames.” 

Baudet's pet hate is racing games with only 








mooti ece Circus 


environmen 


ane track, like Figge Racer. V-Rally’s 45 tracks 
may sound like overkill, but many of them are 
thé same tracks with different weather 
conditons or seen at night. However, Baudet’s 
team has Created a track generator which 
allows the player to Set Several parameters, 
Such as number of elevations, Stage size, 
difficulty, terrain, weather and time of day. The 
game then generates a random track design, 
which can be discarded, used, of saved to à 
PlayStation memory card (with each track 
occupying iust one slot). 

Quite apart! from the technical 


Tj 


achievements, V-Rally is interesting for the Stony 


of its conception. As Baudet explains. V-Rally 
was initially designed as a Formula’? simulator, 
until infogrames discovered that it wasn't the 
only Company bidding tor the licence 

"We had a Couple of probtems,' he 
confesses. ‘Rally was ongnaity intended to be 
an F1 game, but first of all, the F1 Organisation 
forgot to mention that the licence was available 
to à.number of companies and, eDviously, you 
lose the exciusivity if there are ten other 
“officially licensed" games out there. Secondly, 
Sony neglected to inform us that PSygnosis had 
the licence too, and that their game would be 
Qut before ours. We feit that there was a conflict 
of interest, so we looked at what we had 
achieved with the basic engine, and decided to 
make a rally game mstead.’ 





V-Rally wili n 


Infogrames games to see the light of day, but 
there are a number of other projects currently in 
produchon, many of which are being kept unger 
wraps (à Nintendo &4 ttle is mooted), 5pace 
Circus, tor the PC, i5 the one with the most 
potential, although it's still nowhere near 
completion, As Edge makes its way through 
day-glo corridors towards the Space Circus 
team, the atmosphere changes, from an open 
welcome to open suspicion. Programmers in 
spectacles dodge past. people stare from 
behind half-open binds and the Space Circus 
team themselves obviously dort welcome the 
intrusion. Understandable, perhaps, when 


l 3b. tor its. 


Gnintevaerlon 


hey re siting on what Could be one of the 
Digeest games of the year 

Onscreen, Space Circus runs at J005, using 
ali thé tricks that the 3Dfx card has to offer the 
sun winds with iTS gare as Starshot the herd, a 
sprinely étíin figure, runs, jumps and cartwheels 
around the 3D environment. It's not often a 
game Can De compared game to Mario 64, but 
Space Circus \00KS as ii it's the closest PC 
owners Will get to ihe Nintendo classic 

Space Circus is exciting not just for its 
smoothness and the depth of its 3D 
environments, but for its level of interaction 
Starshot can talk tg many of the characters he 
meets ingame and nas ta spend his time 
Seeking Out new aliens for the travelling "Space 
Circus" ot the ttie. The gameplay aims ro strike 
8 balance between the platform antics af Mano 
64 and the plot-driven evolution of Zelda 

NOt all of Infogrames games will be 
produced inhouse, though. The company has 
always prided itself on nurturing external 
development, and the new bes with Ocean Age 
brought a number of new challenges for the 
Management and production teams. Eric 
Mottet is the vice president of production at 
Infogrames in Lyon, though he's rarely in his 
office, instead, he spends most of his time in 
California, Manchester, Paris Or Brussels, 
heading up the Deyvelooment Support Group. ti 
may sound like a varaton on Alcanalics 














Anonymous, but in all seriousness, the group is 
there to ensure that technology and resources 

are shared between the development teams to 
the mutual benefit of all. 

"The idea behind the Development Support 
Group is that the common links between 
projects, such as 3D engines, code libraries and 
techniques, can be Shared between all the 
developers, both internal and external,” Mottet 
explains. ‘i doesn't mean that people are 
stealing each other's ideas, but it does speed up 
the development process. We also have a 
dedicated technical team responsiple for 
programming and refining 3D routines, exploring 
new ways to take advantage Of the various 
platforms, and staying in tOuch with all the latest 
technological developments, ' 

Mottet also spends a great deal of time 
liaising with the developers and ensuring that 
each project is [proceeding according to plan 
This is no easy task with the teams spread So far 
apart. There's the Ocean office in San Jose, 
Currently working on Mission: Impossible for the 
N64; the Paris group, which is tied up with the 
forthcoming Sports range; and the Manchester 
teams, which are dealing with the Tribe games. 
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There's also 
Neon in Frankfurt and 

Appeal in Belgium, the latter team being the 
current stars in the Infogrames firmament. The 
team is putting the finishing touches to NO 
Respect, an arena-based combat game, and is 
also in the thick of development on the 
outstanding PC action adventure, Outcast A 
small team based in Jambes, a sleepy town 
about an Nour's drive from Brussels, Appeal has 
à rich history, although it is virtually unknown in 
the PC world. The company was founded Dy 
three programmers, Franck Sauer, Yves 
Grolet and Yann Robert, who came from coin 
op developer Art and Magic through the Amiga 
days 10 console conversions. Their mos! 
Successful title, the Ultimate Tennis coim-on, had 
Ihe honour of being something of a hit in Japan 
- 8 notoriously fickle market. The team who now 
form Appeal not only designed the game but 
were also responsible for the board itself. 
They're therefore no strangers to Ihe more 
technical aspects of game development, and it's 
lithe Surprise to find that they're the proud 
owners ata sophisticated new 3D engine that 
allows for smooth, non-acceterated, true-3D PC 
games. No Respect will be the first to use the: 
engine, with Outcast to folqw in the autumrt 

What iza surprise is that the engine relies on 
voxels rather than polygons to generate 
landscapes. Equally Surprising is tat these 
voxels bear none of the hallmarks of their 





predecessors - no pixellation, no slowdown and 


2 





a suspicioushy high resolution, 

Sauer explains: “You could argue that by 
using voxels we're going against the current 
way ot thinking, but really the most important 
thing for.us ls speed and realism, We believe we 
can have Dorn in one engine. We do use 
polygons, but only for the ships in Wo Respect, 
not forthe buildings pr for the landscapes ' 

Admittedly, the arenas do betray their. voxel 
origins once the player moves too close to. 
Mountainside or dips t00 steeply towards tne 


"ground, but pixellation is nowhere near as 


evident as might be expected, and the buildings 
themselves look just like pohygon models. So 
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how have they managed it? 

“The secret tò (his technique ts 10 tind a way 
tà texture-map the vertical sides of the voxets,’ 
explains Sauer. “in other words, we can treat 
them like polygons, but withiout rne need to 
Construct the underlying geometry, which ears 
up processor tme. The maps are built in 3D 
Studio and then rransherred imo voxel maths 
and textured on tne fly. A voxel landscape fs 
routinely much faster than a polygon landscape, 
especially for tne PC. 0! course, here's no Abed 
for à 3D accelerator if you're not chucking loads 
Of complex otet around 

Hence, Bot No Respect and OGurcast will run 
quite respectably on a 100MH;7 PC, without tle 
grapfics cards thal many developers are rehying 
on 10 Save their games from the frame rate nell 
common ta The most ambitinus PC projects. 
Quicas! lakes ihe rechmigues used in NO 
Respect a stage furer AU (he characters in 
this seil action adventure are constructed 
using porvgon modes. attached to a previously 
created skeleton and animated with Alas Power 
Animator V? ün Silicon Graphics workstations 
The stunning:lookng buildings are voxel-based, 
with the odd polygon hene and there for the 
tops Of archways (tvoxels cannot bend or have 


tric Mottet is Infogrames" vice president of production, Much of his time is 
Lyon, Brussels, Manchester and California, ensuring that development aaa 












‘holes’ in them) and for some of the more 
irmicate structures (tables, chairs, atc). The 
main character, unimaginatively called Stan, 
tooks extremely real, thanks t0 Appeals pump- 
mapping textures which warp like skin when rhe 
character moves, giving clothes an authentic 
jOok and the skins of the strange creatures an 
impressive degree of realism, further enhanced 
by an exacting set of Al routines known as the 
"GAIA Engine" 

The GAIA Engine uses “agents” to define the 
behaviour of the creatures within the game, 
explains Sauer. These agents, which are 
arranged hierarchically, with the most important 
being the "survival" agent and, of course, the 
sense agents, such as "look at^ or “listen”. Each 
reacts differently tò a situation and produces a 
behaviour pattem based on the circumstances. 
For example, lét's say you're shooting at a 
soldier guard. He has his Own order to attack 
you (the first agent; combined with his fear of 
being shot (second agent). This might produce 8 
behaviour pattern that combines the two, such 
as Aaking cover before firing at you. It feets 
incredibly natural ` 

And ‘natural’ is apparently how the 
relationship between Infogrames and Ocean 





feels, It may seem like aroda coupling, bubthe 
companies are different enough to provide each 
Giher with new opportunities, which can only be 
good for the ambitions of the parent company, 
Infogrames Entertainment. Suddenty, the 
groundbreaking days of Alone in the Dark seem 
irrelevant. The new mfogrames nas the talent, 
the technology and the muscle to be the player 
that Italways Knew It should be, and.it i5 E 
stepping confidently inte the tight. 
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Interview with Bruno Bonnell «etm 


Edge: is Infogrames still a io company? useless to à company as hig as Infogrames? 
Bruno Bonnell; We can rea De called a Europei Pili Hs. in fact, to compensi in one. Cine of em 
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eah, the police popped him a couple of times for drink-driving and 
he ended up losing his license: | used to drive him over here all the 
time This is Tim, Edge's taxi driver, a Boston-bred, baseball. 
capped fellow whose waistline betrays an obvious fondness for 
that most iconic of American dishes, the burger. In the best taxi-driving 
tradition, he's regaling his passengers with one of many guess-who--had-in- 
the-back-of-me-cab-the-other-day tales - in this case one Bill Gates. the 
founder of a certain Seattle-based computer software colossus 

Edge is in Seattle because the place, and the west coast area of the US 
that surrounds it, is home to a wealth of computer companies — hardware 
manufacturers and software developers alike. Some are well-established, like 
Gates' MicroSoft in Seattle and Nintendo's American HQ in Redmond, 
Washington, while some are only beginning to make names for themselves 
This latter group is of most interest to Edge, which is visiting three fledgling 
entertainment software companies during a whistle-stop tour of the city among 
whose lesser claims to fame is being the birthplace of grunge 





AS Edge crosses a bridge, heading towards Its first stop at Boss 


Game Studios, Tim, in his self-appointed role as taxi driver-cum-tour operator 
is beginning to get up a full head of steam 

‘We can only use this lane because I've got at least two passengers on 
board -any less and you have to use one of the others. One guy, though, he 
used to drive to work every morning with two dummies propped up in his car. 
heh heh. It didn't take the police long to rumble his plan 

He isn't finished yet. There used to be another bridge like this one just 
down from here. It was like a floating one, like a pontoon sorta thing, and one 
day some jerk left one of the doors open and all this water poured in and 
obviously the whole thing just completely fuckin’ collapsed ' 
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Heanng such examples of human fallibilities does not exactly inspire 
confidence wher visiting foreign parts. It is with some trepidation, then, that 
Edge finally steps out of the cab and approaches the building which is home to 
Boss Game Studios, a development house formed as an independent venture 
by Boss Film Studios, the special effects company whose CV includes work on 
such celluloid notables as ‘Ghost Busters’. ‘Die Hard’ and ‘Species 

Fortunately, its inhabitants appear sound of mind by comparison to some 
of their mare unhinged compatriots. Oddly, though, considering the company's 
American lineage, its four key personnel all hail from the UK: vice president of 
product development Colin Gordon previously worked as development 
manager at Virgin in London; technical director Rob Povey worked for a 
number of English development houses before leaving for the US: art director 
Martin Sawkins once held a senor artist position al Sega Europe: while 
music director Barry Leitch used to be senior musician at Ocean Manchester. 

'| guess it is unusual," admits Gordon,” but they hired me first, so | wanted 
to work with people | knew, and could relate to, so it made sense. Does It make 
the company any different from other US developers? Yeah, we have to pay 
mare for our liability insurance, and when we go out drinking we know which 
four will still be there when it's closing time!" 


The company's first title, Spider, has just been released by BMG 
Interactive, While the game, a PlayStation platform affair similar in style to 
Crash Bandicoot and Pandemonium, isn't a groundbreaking piece of software 
(though it does have its fair share of clever touches and, of course, an original 
lead character), it’s a fine first effort and paves the way for more ambitious 
projects in the future. 

The first of these is Top Gear Rally, a Nintendo 64 racing game which is the 
follow-up to the absurcily addictive 16bit Top Gear series (rom kemeo. The 
game is set to offer six different tracks, mne cars (with the possibility of secret 
models to be discovered beyond that), three modes of play (Practice, 
Tournament and Arcade), customisable vehicles (players will be able to change 
paint colours, tyres and engine specs), and variable weather conditions 

Edge is sitting in Boss's conference room as Rob Povey plugs in an early 
version of Rally and begins to demonstrate the game's 3D engine. Selecting a 
debugging mode, he uses the joypad to rotate and spin a car model onscreen, 
demonstrating a remarkable specular lighting routine which gives incredibly 
realistic-looking refiection effects upon its sleek lines. Now, he's plugged in 
another pad and brought a second car into the fray, switching on its headlights 
to bounce them off the other car's body. The results are like nothing seen Dy 
Edge on the Né4 to date. Flipping mto snowy weather mode, he proceeds to 
drive around the track, showing off the headlights as they cut through the naw- 
foggy atmosphere. The effect is hugely impressive for a home system x 

If Edge’s research is up to scratch, driving titles are its readers’ most 
favoured form of game. Sadly, N64-0wning Edge readers have so far had littie 59 
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| Top Gear Rally teatures all the usual driving game elements, including bridges (top left) and tunnels (above right); but thie MA handlers 
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to shout about in these terms. Cruis'n USA, the only example so far released on 
the system, is hardly the sort of game to get the juices flowing 

ihik it was difficult for Williams because they were trying fa take an 
arcade game where the track layouts were designed for the coin-op 
technology, says Povey diplomatically, "That always puts you in a bad position 
I'm not saying they couldn't have done a better job — they probably could have 
done, to be perfectly honest 

50 just how difficult /s it getting à convincing driving game engine up and 
running on the N64? The evidence so far has been fairly grim 

‘Well, first of all, we looked at the hardware and thought; what can we do 
and what can't we do? Our original car specs had 500 polygon parl cars but we 
were only going to use transfers on the doors, 50 we'd have spot panets, and 
then we could get the spec up. basically for free, as you're only highlighting one 
texture,” explains Povey. ‘We tried that and it didn't look very good. Then we 
tried a 350-polygon car textured with a special highlight and that's what we 
ended up with because, performance-wise, it was not all that different to the 
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500-poly car. Background-wise, this is the third revision of our engine. And it's 
not a big secret: getting performance out of the N64 Is about optimising display 
lists. In our first attempt, we did what we did with à PlayStation game which is 
to take large chunks of like polygons and just slap them down. But we got 
really appalling performance that way. so we decided to break everything up 
into cells, but that didn't work because of arrwork/technical compatibility: we'd 
start out with à track with 3,000 polygons and end up with 9,000 polygons in 
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there — [ust completely useless. Our current version is cell-based but uses really 
ethicient display lists and claims. That's running really pretty impressively in 
terms of polygons, we're probably getting better performance than most people 

Indeed, the racing environment on display during Edge s demonstration - à 
desertfanked affair which winds through a small built-up area — is certainly 
impressive. But, regardless of Such graphical finesse, racing games live or die 
by their playability. With this in mind, Povey leads Edge into his office, where 
he 5 currently rinkenng with the behnavimural aspects of Rally s Cars. 

We've tried to be very realistic about it bul still keep it fun,” he says. 
spinning and frshtailiig a car around within a live Né window on his SGI 
workstation, “So. we're still workmg on what we have to fudge to make it play 
like a good game rather than like à simulation, because that's what we want at 
the end af the day 

It'll probably be past Seva Rally slightly. Rage Racer is a game where you 
bounce off white lines — once you fishtail out there's not a tot you can do about 
it. Sega Rally is à game where you can control that stuff. | want to Duti- on that 







F " s 
" xz M L 
| e 5 o 
ter tnan asim ion’ 
M director 


stuff but | also want to bulk! something somewhat more realistic Y'know, you 
can roll the car in this which you can't doin Sega Rally. You can spin the car 
out and itll spin a full 340 degrees. We're still trying to get it so that if you lock 
ihe steering wheel at a hundred miles an hour you don't turn the car over too 
much, as that’s just not really much fun. | mean, NASCAR Is a good 

game hut | don't want something that's so complicated rat it frightens 

the user to the point where they don't have fun playing it 
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nce upon a time, every child faced with the question, "So, 
what do you want to be when you grow up?’ would have 
answered footballer, ‘astronaut or maybe ‘train driver ' 
Nowadays, though, there's a definite probability that the 
response would be something like ‘videogame designer.’ 

And if any Mario-addicted youngster were to ever see Lobotomy's 
HQ it would surely only further such ambitions. A soft-drinks machine 
stands next to a chocolate-bar vending unit along the left-hand wall; 
beyond them stand countiess original arcade machines, inciuding 
Mario Bros., Battlezone, Space Invaders and Robotron, all set on free 
play and tagged with Post-It notes detailing the highest score in the 61. 
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building The adjacent room doubles as 4 pool hall and à music studio, 
while beyond that is the gaming room, where a 50-odd-inch Toshiba 
television Serves as the output for a stack of gaming machines 
Upstairs, in a warehouse-like section of the building, there's. à 
Skateboard half-pipe and a collection of musical instruments used in 
Staff jamming sessions during thelr free time, At lunchtimes they shoot 
basketball in the car park. Yes, this seems like a good place to work 
To look upon Lobotomy as a bunch of guys only interested in having 
a good time isto totally miss the point, though. This is the codeshop 
which crafted Exhumed, one of the very few exceptional console- 
based Doom-alikes in existence, and the game which granted the 
company the honour of bringing Duke Nukem and Quake to the Saturn 
The two men behind this unique and formidable setup are co- 
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founders Paul Lange and Brian Anderson, both of whom came fram 
Nintendo US headquarters, just down the road in Washington, Lange 
admits that the conditions at Lobotomy are quite different than those 





Of NOA, but was this something he always pined for? slight difference in our game design that sets it apart from the typical 
"Kind of, but we really didn't know what jt was like until we created first-person shooter But definitely the technology that we ve 

it. At Nintendo, you go to work, you do your eight-hour day. you go developed in-house is. | think, superior to other similar technologies 

home and you do something else. Here, you live and breathe your job used in first-person console games. We naven't seen anything that 

and you may not go home... runs as fast that uses as large-sized areas and environments.” 


Such dedication to their craft nas seen the team build 3D engine 
technology that ranks as the leader in console terms, ‘| don't see 
anything better as far as first-person games go, attests Anderson. Tm The Saturn conversions of Duke Nukem and Quake are cracking 
talking more in terms of engine speed and art quality, plus there's a along at a respectable pace. Each uses a slightly modified version of 
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Lobotomy’s programmers performed technical marvels with Exhumed 
lighting effects. Similar routines are — with Saturn Exhumed 
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the engine developed for Exhumed - Duke's to accommodate the wide 
open spaces evident in the game world, Quake's to engineer the 
complexity of the architecture of id's classic. But can Lobotomy's 3D 
technology really hope to bring something as ambitious as Quake to 
the Saturn successfully? 

‘Well, yeah.’ assures Lange. ‘Our engine works differently than the 
PC Quake engine does. Ours is tailored to what the Saturn does best, 
and that respect it'll be most adequate ' 

On the evidence witnessed during Edge's visit, such claims. do not 
seem over-ambitious, giving Saturn owners some first-rate thirdparty 
software to look forward to during the remainder of 1997 

As Edge is led into the gaming room, six members of staff are 


sitting around the gargantuan television playing Death Tanks, a Worms: 
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style multiplayer affair which appears as à hidden subgame in the US 
release of Saturn Exhumed. With so many players taking part, the 
game reveals itself to be a minor work of genius, and further proof that 
this relatively small group of dedicated gameheads knows how to put 
entertaining software together, whether it's full-on, multi-level 3D 
shoot em up extravaganzas or a graphically crude, 2D combat game. 

The prevailing atnosphere within the gaming room soon reveals 
itself to be of ‘enjoying work’ rather than simply ‘going to wark' 

The main attraction of Lobotomy,’ reckons Lange,’ Is our unusual 
way of doing business. We're a really Close group. Even when there's 
20 of us, the people mesh well and talk to each other and we 


have a comfortable environment. Either people get a real job or d. 
m T 


they come and work for Lobotomy 
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n the heart of Seattle's city centre, Edge approaches an 
inconspicuous-Iooking door amongst 4 row of shops, 
looking for some indication that this is indeed the place 
where it is supposed to be A welcoming voice comes over 
the intercom, confirming that this is indeed the home of Zombie, a 
company formed in 1993 with the intention of bringing its founders’ 
expertise in the world of virtual reality to the videogaming market 

So far the fruits of this seemingly covert operation's labours have 
included ice and Fire, a 3D PC and Macintosh title cooperatively 
produced with Tetris creator Alexey Pajitnov, and ZPC, a Doom-style 
PC. game with probably the most distinctive graphics ever seen on the 
system, courtesy of MTV animator Aidan Hughes 

Neither games were big commercial successes, a factor which is 
probably best put down to the company's lack of videogame 
experience. While the games had novel ideas by the sackload, the 





Mainstream game-buying audience wasn't particularly eager to take on 


board their themes, which fell far outside of the simulation and 
adventure-game boundaries 50 beloved of computer gamers 


i \ r 
Zombie's latest title, however, looks likely to set it on 


course for (he success. Spec Ops: US Army Rangers, a Doom-style 
game for the PC and PlayStation, bears all the hallmarks of being a 
head-turner. Spec Ops presents an elaborate 3D world where players 
undertake a selection of missions based on real-world scenarios 
was in the army for awhile so | have my own interest in the 
project,” says Mark Long. co-founder of Zombie, referring to the 


inspiration for the game. ‘| was with Joanna (Alexander, co-founder] 


working with virtual reality research at a laboratory previous to this, 
and while we were there we were working with $50,000 graphics 
workstations: We could see that there were going to be powerful PCs 
alfordable in a few years and we began to Imagine what we could do 
with them. 50. we've profably had this idea for a long time and just 
pitched it about a couple of years ago." 

Though at first sight Spec Ops may look like Quake with real-world 
army themes, there's much more to it than that 

‘It's going to have a strategic component,’ explains Long. “We just 
boll It dawn to action and realism. It has to satisfy that kind of innate 
desire that a guy has to have the weapon exactly right -= guys like to 
obsess over detail like that. But dealing with Quake and everything in 
the first person genre, you basically kill everything that moves. | think 
one of the reasons Quake didn't do so well in the US was (haf that 











desire had been satiated (with Doom) and the player needed to be 
provided with something new. We stuck with first-person because we 
Wanted you to feel (hal you are a ranger, nol like you re looking ata 
character who is a ranger, but by making the other ranger characters 
tock and react to what you do, you add this extra strategic dimension, ' 

So, rather than just setting the player up With @ series of switches 
to flick, monsters to blow away and exits to search out, Spec Ops 
provides what appear to be true missions, with variable elements 

‘Basically, à mission level starts off with you flying in by helicopter 
and you have four sub-missions,’ expands Long. ‘In the Aurora mission, 
you have to find a biplane, try to rescue the two pilots that are in 
there, remove the data module, release it via an ait balloon and then 
an AC-130 plane comes in and picks it up — kind of like "Ice Station 
Zebra’, if you know that movie 

Then you move on to two other sub-missions, and the guys that 
are on the Aurora are Russian special forces guys. You have tà fight 
them off, get into the Aurora then fight your way back out and make 
your extraction point later on." 

Though some games have tried to push the first-person shoot “em 
up genre in different directions in the past - Exnumed, for example, 
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has a half-hearted stab — not one has been as brave as Spec ODS 
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work Very, very hard to advance.’ 

As an idea on paper, this approach looks both original and 
intriguing. But isn't such a system going to be overtly restrictive in 
terms of keeping the action cranked up and the game exciting? 

| think it’s a fine balance. We haven't got into play balancing yet 
bul it's a valid point, The thing | feel confident about is (hat, because 
we're using this strange attractor approach, the characters will neve! 


Every Ee aS aoe (above), while the 
vehicle models are based on their real-world pape (right) 
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Zombie's Internet tank battle sim, Spearhead, is one of the most 
complex yet devised, and can be played via a free Zombie server 
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shot again, you're dead. [t's going to be one of those games where you 


jou re ead’ Lone co-founder 


is 3D APIS like Criterion s, Renderware's or Open GL from SGI are 
accelerated by these cards and now you no longer really have to write 
your own 30 engine. But we wrote one to optimise a variety of 
reasons, One reason was this database hex that allows you to have 
lots of texture maps swapping in as you play the game. The other 
reason Was we re using some pretty sophisticated Al techniques, 
something called potential fields or strange attractors which allow for 
pretty complex behaviour from the non-player characters. And in the 
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“| game, you have six rangers. and they flock and move appropriately with 
you. So, if you run up to a door in a building, your ranger buddy will 
automatically run up, kick the door in and stand back with his weapon 
= the animatian's very tucking cool,’ 

Another true-to-life aspect of Spec Ops is that every character in 
the game is made up of palygons which are textured using 
photographic data. ‘We used studio shoots where we went in and 
bought all the costumes and brought rangers in and shot them against 
a blue screen from four perspectives,’ elaborates Long. 'It's like 

4 making a dress, you cut those aut and lay them on 4 3D. model. By 

: going for all photo texture sources, the environments feel incredibly 

real, especially when we put the character in there and finally add 
good audio which, typically is that last thing that games companies 
bay attention to. We've been out in the field four times with the ranger 
battalions here in Port Lewis and captured audio." 

Spec Ops seems to have realism cracked in playability terms, too 
1f you're gonna jump you're gonna jump over a low obstacle. You're a 
real human being, you don't have any super powers. As far as your 
character's concerned, we had a long debate about whether you aim 
or do you just swing and fire and | said, “You're a fucking ranger, man 
You're super-fethal,. You hit what you aim at.” And so, if you start 
running, your gun will automatically drop down. If you run out of 
ammunition you'll automatically drop your clip and reload. You'll be 
able to place C4 explosive charges, pull it out, set the fuse, you can 
throw grenades, shoot all the weapons that we have.’ 
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leré a udio’. Models were filmed against blue-screen backdrops to create the 
| MS ap M HN rrr fec opes be they enemy or allie 
An ambitious project indeed, then, and one that'll certainly be 


worth close examination when it appears towards tne end of the year 














The game has been designed from the ground up to be a 
multiplayer experience, a factor that is emphasised by a refreshing 


Zombie's other 


big project at the moment is another military: approach: players will be able to play over the Internet by connecting 
themed title - Spearhead, an internet-based tank battle simulation via a Zombie-based server for free. This aspect, along with its 
game for the PC and Macintosh. incredible comprenensivity, gives Spearhead the potential to be one 

John Willlamson, producer of the game, seems to concur with of the most popular multiplayer networked games in the future 

Spec Ops design ideals: We're focusing on realism, realism, realism, i the finished versions of the titles seen by Edge during its visit 
whenever possible. All the texture maps that we have are photo demonstrate a level of content and coherence to match their obvious 
texture maps, either from buildings or real tanks. We went out into; the ambition, Zombie will surely grow in stature, taking its reputation 
fieid and recorded tanks at a live fire, so as far as. | know we're the that little bit closer to those of the more world-renowned 
only people with real digitised sounds.’ companies that share its West Coast America roots. £ 
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À meeting point for media capitalising 
on the digital entertainment revolution 


omnpurer technalagy was supposed to kill aff reading - “Why will people 
learn to read, i! they can point and click at pretty pictures?" goes the 

Luddite argument. This month's CD-ROMS are both based on works of 
literature, however, proving that here can pe a healthy interplay Detween ine 
two media. Educational issues aside, a great album from Daft Punk anda E 
pairol tube-shaped speakers lighten other comers of the media world; 





Romeo and Juliet 


s Developed by Circumstance A ttempts to modemise 

| Shakespeare can be horrific: 
* PC/Mac COROM £17 productions of 'Macbeth" with 
VE eV actors dressed as Pangsters or sci-fi 


characters must haunt every Drama 
student's memories. Directar Baz 
Luhrmann, however, has used the codi, 
recognisable scenario (Venice beach, 
CA) to reach a young audience and to 
accentuate the thames of sax and 
Youth. The barg would have approved. 

The CD-ROM companian to the film, 
which successfully mimics the movie's 
obsessions with style and youth culture, 
works a5 well, First off, the presentation 
is beautiful, using classical Images as 
icons and featuring dozens of pictures 
and clips fram the film throughout. The 
Interface Is Interesting, too, allowing the 
user to view pictures from each scene in 
chronological order, and to cick on 
important hotspots (lead characters, 
items, etc) for more information. it’s also 
possible to go on to view (rather brief) 
background detalis on the social 
structure, moral values and gender roles 
In the film's "Verona' beach setting. 

What extends this product beyond 
souvenir Status, though, is its inclusion 
ot both the onginal text and the screen 
piay, Users can thus compere the two, 
discovering what has been cut out and 
what has been altered Lo make the text 
tit with Luhrrnanrrs VISION, A great idea 

All in all, this CD-ROM is à clever, 
weli-produced companion foa stunning 
film, While it could have revealed more 
about the movie (set/costume designs, 
interviews, etc] it does shed light on the 
play's themes and key symbols- This 
isn't just tor A-level students, its for 
anyone who wants tà understand the 
movie an a higher level, 
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Sophie's World 


a runaway Hest-seller which appearrad from nowhere, written by an 

unknown Norwegian toston Gaarder), Frankly, it drove most to despair an 
idiat's guide ta phijasophy dressed up m urispeskably cliched novelistic Underwear, It 
may be good airport bockshbp fodder, but why was the press so kind to it? 

Bizarrely, the CD-ROM version, published by MacMillan = which; by the way, has 
ah excellent track record when it;comes to quirky book adaptations — is rather good. 
If you like that sort of thing: 1S Baby tn see wy It wotks so well: the linear CD-ROM 
blueprintforces abandonment of the baok's faltering prose styles, and therefore 
conveniently eliminates dra ec Of Sophie's World 


he book "Sophie's World" was something of a one-off in the publishing world: 












So, instead of a lama pa Seer renin that the writer Is. 
an acadertic struggling fo mass MOM DIcessor, you geta CD-ROM witn a tred- 
and-tested pointing ick, pas y ugr this Interface you must progress by 


| 'eralthinking plzzies, a feature wnich allows this 
product to work Very effectivaly Dies! nhrotal ppatrorusingly) as a philosophy primer 

Here, the malarkey user to develop the plor in thé hook - protagonist Sophie 
Amundsen's récent of mysterious philosophical letters - has been subtiy altered so 
that you receive the same letters, but as (f tniey were e-mails. Acting ari these, you 
progress sicwhy but surely through a number GF different scenarios accessed by 
solving puzzies, learning about bhiesopny along the way. 

The CD-ROM also has à very impressive eme-ltme section containing a patted 
philosophical history, and you can trawl through this rf yau dor'r fancy the point-and- 
click Stuff. Apart from anything eise; this makes Sophie s World, to Edge s 
knowledge, the only philosophy reference CD-ROM on the market. 

Don't expect action-packed scenes or, indeed, any form of gameplay which does 
anything but grind: along at a snails pace. But, if yau are fascinated by philosophy , 
you'll find Sophie's World an interesting purchase. The CD-ROM, not the book, mind, 
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| the advert of the inane! a whole new range 
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Security Alarm Telephone 


es iS 2 telephone —put is a telephone 
witha difarence, Built 15 ine basa is an 

| infrared motion derecror which guards your 
home while vea re nut, When the phone senses 
moverent, i wets a monem for authored users to 
rumrmuage aroung in thes pockets forme key-chain 
Wireless remote (6 tum it eff) then silently dale up 
nine numbhers at your choice: friends, family, work 
numbers and soon. When the TA2000 connects with 
iNet person can ask the ‘intruder’ who they 
are vig the speakerphone — if it's not a false alam, 
they) can call ihe poles directly. 

Accessories far the TATOO Include addipanal 
remote Rk motion detectors, a smoke detector and 
door Widow contacts. vo haven't been broken m 
ta. you cari call your mum an it, toà 


enmeons 
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* Security phone + $250 (approx £160) 
a TelAlert. Inc * Available now (US) 





"Comeergence remote coniro! 


2000AD 





+ OCC OPES ZU years am I woes 
ze EN. et Stele ech Tur THE SOS 
mt uas E a vm P JU T 1 me F, 1 
fun af gung«no- Ea rs, Jonny Foregnern -mype violence 
- Is ust that PO yee Formignaer vias came jehinmy Alien 
nó gren s asor KUT TERES 98 a AEN 
Tiras ntt nanged Samewnere Derween progg 
2x uu XL macwnr P Meera) s Cie mum eus rt 
H sterylmes and aeconsmctng key heroes 
HE les Dre Smontiurm Dire Ri We Trooper 
C583] G* Dortzaveog TT Se n"ermc Sree. Juczs 
Ores] mme — hie COMIC $ engesnmpg Kon = wes Ses 
lo be rowing sib ON, p^egianp ri D? that maor nales 
Ht Winn pr i pow y heit) sna ont üpe 
THe (ony. tebenan ana marnmpulamon er amm 


| RITES thàr erepr into me comic ait thet is more man 


eye in teeos € Stores, Nes feature Mg rU HITS. 


für Gare, m3 wicked ES maiie set on & MONE 
parer All he reOOUmiesPie casualty rom Banter s 
gres nx Prey the i F s^ fared eet "enm Wnsn a 
aters body recs aransoant organ it actualy 
iW LLL! "pn 1*1 = t at ry i "n To. tL rfinead 
ES Ao ENAT TEA IPS 2 BOY, BODIE 
grece SDOOT = TRS time on Tv NIS gangster maevies 


kolomo a thes fresh Arrivals ar thua rmeveresmit ure 


sta arts. Judge DADS, OF course, an 
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£xcesses "gs nat Sted, iude Dreedd was neaos e 
more potent symnpoi in me Tharcnente "ROS. nut is 
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SoundTube speakers 


onventlonal, "boxy" loudspeakers are fine it 
youd ive In a Strandard-shaped Mouse, tut 
ull Suter badly if placed in odd posibons Mke 
not against a well) These Wert! foor-standers from 
the Slates, which took The. COMpONENnts savaged fram 
the wreexage cef an X-wing fighter, are aesgened tc 
create top-notcn sound, fron any aree. 

Inside the mstantiy reptaceane SouondSieeves 
(which come in dozens af eye-watering designi); sita 
-omputer optimised acauste lenses" wnich 
direct music im] all directions: This 360-desres; 
omniudirectianal sound aso means a larger syynat 
Spot. and a better stereo effect sirloin ate 
z&cm in diameter and 90cm in length (aithouen 
smaller versions wil aiso soon he svallante) vid 
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Blow Your Headphones 


The Herbaliser 


Dj Krush vs Coldcut/Food 


Cold Krush Cuts 


Whar Goes Round 


i Vanous 


Homework 
Daft Punk 


Dope On Plast 4 











The Mornme After 


Various 


Various artists 





Yri 


Rear? 


Narya. Tune 


Mira Tunes 


Persia 


MAC. Pocsectu Parnacie 




















he fact mat mese proviic French DJs 
have managed to fit time into thet 
schedule to make an album at all was 
Surprising. That tie anum snould be this good 
isa near Miracle. Merging nard techno 
elements with "705 disco sensibilities and 
emy ot utsch funk postunng, me Gallic 
twosome hau Created an eclectic work of 
puzzing addctiveness. The recent single 'Da 
Funk is an effectve advert for what to expect 
thudding basdines, chugging keyboards weird 
tunes. Vive ia difference. 


BI nstal-based DJ Johny Stapleton’s fourth 
silecton of br beats Shows renewed 
vigour, Ine ma of hip-hop oopa and funky nits 
workmg to Create the ea) party record for 
drscermng club types anougn tne chart crowd 
AM reden Biueboy's "Remember Me" and DJ 

KoG s hit Lat Me Clear My Throat). Sustaining 
the positive vine mom Danmy Saber s apenmg 
Cut nent through to Raw Deals closer is no 
mean feat, but ‘Dope 4° does twi ease, 
moving that oreapeat-based music jë mare 
vibran than ever. 






T | he tite of the Hérbalisar s new alum, 
| "Hit Your Heagpnones’ speaks true. 


Hip-hnp, yz, scratcn and vocals (me latter 
from female mist Wheat Whai Diena to create 
Hardcore" anc 
‘Ginger Jumps the Fence’ Plenty of amples, 


excellent mracks lios "Bree it 


Dreaktpyeat and rap aimo Tow throughout wiih 
tne naim of Fabxan and Big Ted who provide 
lyrics to the awesome "Saturday Night 

This aipurm s filled with enthusiasm and 
expermmermanson. providing the listener with a 
host of classic tunes. Great value 






her the Success of journeys by DJ 

MI Godet have now merged forces with 
fellow Ninjas Dj Food and DJ crus) to otfioad 
high-quality sounds through an East vs West 
play-off Tracks from the London Funk Alistars 
Ciunide's Ew Trip? and DJ Vadim Heer Sil 
Am t Ready stand out on the frat desc. anie 
Luxe Viperrs “Get Your Head Down and 
Cen m NIRE Lae Droade the seen 
«utm epay copo maed sountdis. Quality tunes 
an vast corminabons of mythms and smytes 


denet =) form a very fina compilation 
| D aeignec tx soothe trie savage Deast after 
M a right of wearing your feet down tc 
thew 8nioes on a Gancofiogr, The Moming After 
contains 3 surprtsing amount of astonisningly 
che drurm'n'bass from the lees of Justice & 
Blame, T-Power and Subtromec, which metr mto 
legendary downtempo efforts Irom, among 
Omas, Fnoses and Plaid. Althougn ir may get a 
Dit jazzy for some tantes towards me end, tres 
will turn even the most extreme state of wired 
paranora mto a Contented cnill. 


E x-Drum Clubber Charlie Hall's small but 
perfectly formed lute! sets out its stall 
wnth à superb compilabon, taking in everything 
from upbeat four-t5-me-noor techno to cnunky 
trip-hop, without bypassing dub-trance or the 
Chicago Old School sound. Buy this just tn find 
Out what © Alex) Sheity’s naugnty Tve Got à 
BED For You Stands for, Or, for mat matter, the 
real, grown-up techni cuts Trom Multiple, 
Phreax and DI Snumernaster. Proper, quality 
fance music for those in the know 
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Inside Electronic Game Design 


T 


he electronic games industry will hole the 
dream career for many Edge readers, How 
many times fave you played a game, and 
thought you could do better? The lack of formal 
training in this field shouldn't dampen anyone's 
ambition to become a games designer. As the comics 
industry is essentially fan run, so the games industry 
is populated with gameplayers who have turned their 
opsessions into careers. 

How you go about getting that job as a game 
designer is distilled into the five chapters of this book. 
From an excellent potted history of the videogame 
industry to a brief look at an actual game design 
proposal, you'll find a wealth of insider information. 

Biased towards the American experience, of 
course, you may feel that this doesn't apply to the UK 
market. Nothing could be further from the truth. The 
US market-specific elements are perhaps of less 
interest, but part two on game theory Is an essential 
read no matter which continent you live on. Packed 
with practical advice, any budding games designers 
would do well to get hold of a copy 
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The Making of Microsoft 


his English transiation of a French title is at 
first glance just another rehash of the well- 
worn Microsoft story. However, as many 


books On this subject gloss over the early years in 


their rush to talk about the release of Windows 3.0 - 
forgetting that these years are fascinating in 
themselves =- ichbiah and Knepper put those 
beginnings under the microscope 

For a change, the minutiae packed Into this title 
makes it an ideal read if you need detailed 
information on the genesis of this company, from 
Gates’ and Allen's early years playing with à PDP-10 
at school, to their alliance with (AM, The detail makes 
this book stand out 

Originally published in 1993, this translation 
stands the test of time and is one of the best books of 
Its type. It's a pity that it hasn't been kept as up to 
date as Robert Gringely's “Accidental Empires’. As It 
stands, once you get to the release of Windows 3.0 
on May 22, 1990, you must look elsewhere to 
complete the story. You could of course just read the 
second half of Gringely's book. 
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Thanks to the use of over 500 pol 


visually impressive, realistic-looking racing games yet seen on the PlayStation. The cars maintain a near true-to-life look throughout the game 
























Though choice is limited to one car, 
it /s one rather glorious example 








- à P nmm P EA 
Dry GLomputer ET 


stunning development debut with Total NBA 


947. LOOKING around for its second innouse 


a m.m Z A 
tartammarm* E Jr 
Et LES = m ibe 


development project, it came up with a rather more 


exclusive, and prestigious, license. Porscne is in the 


take the Boxster into the hearts and mings o 
videogamers the world over, Good choice 
Unsurprisingly, Car companies are notorious! 
DWC BOCUR. [USE Dow iner mumi-mimiorn-DOUnd 
projects are portrayed, and what should be Porsche 
Challenge s Strongest point seems, at first, to be its 
Acnilles nes A FTT ui tn Tu F jep ntc te Pr 
spec 3 tne nr rrunity t ,E teg e th E eec. 
programmers Seer to nave receiveu Meny ù 
concrete restrictions. The game therefore falis neatly 
nto the sim sec J the racing genre, and is 


Es ona a à i diede Au vA amt ne es mul me 
probably too sluggish to really satisfy committed fans 


of arcade-style examples. While Namco i5 free to offer 


egendary 


lumbered with just the one (albeit desirable) car, as 


m Pham Gm = - n =A fa - = em - EE 
Devil cars in its Ridge Racer series, SCEE is 


well as the bane of man 


ons per car and some effective - but not faultless - lighting routines, Porsche Challenge is one of the most 


semi-realism. As a re 






investment of time before yielding satisfaction. Edge 


V ums, gs m " m mr d m ps um P P 
suggests that racing tans should m 


ia iles = Ajaran mini "i 
Where Namco adds 


modem "6 > 
axg the investment 
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Cars and extensive customising options in Rage Racer, 
Challenge, being constrained to faint variations on the 
im LT 

Ya ra a eme [2] Ine rc subtie n 3l B 

riy transiucent character smokescreen - instead of 
noos ng between different cars, you choose drivers 
These are a 5eit-c [ Sy np DUT | hacke 
models, architects and the like, and even come 

molete with different levels of indifference, Ove of 
a ata betwee each ne Ar a thank : i the Bo Dar 

ertible, Sony has been able to at least attempt to 

me EB - re m = © ial Of | MN ti dà SD It if 


Supertiuous motion-capture, giving each driver à 


Swedish model Rache 
na Y [ ELM. F 1 
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consistently aggressive 
players will come to know each 
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Because of the evenly balanced cars, shunts like this are frequent but all too brief affairs (left). Though verges slow your car down in the 
traditional punishing manner, the effect isn't as severe as in some games (centre). Trackside details are sober but impressively realistic (right) 
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ee ee ibid vs . Once you get towards the quicker times on the course 
yc datio e sob S eia of your choice, the engine's depth means that you'll 
ii atte in isthe sor depart ttti actually feel as though you're driving on the edge 


come in, and to the rescue. There's a real feeling of 
weignt to the steering, and aithougn this may De 
offputting to the casual player, committed racers wil around the game's many tight corners quickly. Add in 
soon become familiar with the more twitchy aspects of a frightening handbrake and you have a much nippier 
handling. Heavy cornering means that not only will you racer than first impressions suggest 
have to go to the trouble of learning the courses, but The courses themselves also give the game a 
you'll have to deive into SCEE's impressively deep and valuable longevity boost. While the initially selectable 
authentic-feeling control engine. Long corners will see tracks are less than inspiring, they open up into longer 
the back end of your car slipping subtly, and versions of themselves as games progress and, better 
experienced racers can use a combination of brake still, become ‘interactive’. Each circuit contains many 
and throttle to enter the sort of subtle ürifts that put shortcuts which, on any given lap, may or may not be 
Namco's sledgehammer slides to shame (if Challenge open. Miss one when it's accessible and you'll 
gets the right amount of exposure in Japan, its generally find the CPU drivers not making the same 
notoriously drift-happy market should love it). Firmer mistake and merrily skipping past your car. 
application of the brakes provokes more extreme The twoplayer split-screen mode performs well 
skidding, and you'll have to get to grips with some but isn't quite as exciting as such affairs can be. The 
sideways motion and punchy throttle use to get sim-style approach 15 a real handicap here, as races 
are more often decided by one or two momentum- 
sapping mistakes than any stunning overtaking 
manoeuvres or barging skullduggery. On the other 
hand, the same precisely weighted approach pays 
dividends in the true racing fanatic's mainstay, the 
Ghost Mode. Once you get towards the quicker times 
on the course of your choice, the fantastic depth of Take-bo, in the red car, suffers from 
the engine means that you'll actually feel as though more than a touch of oversteer (top). 
you're driving on the edge, experimenting with The alpine level hump jump (above) 
different racing lines, drifts and verge-cutting detours 
If the rollercoaster courses and Dinary quick-draw 
handling of Namco's games leave you cold, try SCEE's 
take on the genre: its subtle control nuances E 
and challenging depth work excellently | 























Edge rating: 
Eight out of ten 











From top: flying cones, the racing game genre's 
greatest cliché; the Japan course features 
misleading corners; ignore these roadside signs 







On any of the game's innovative ‘interactive’ courses, barriers such as these may appear on 
one lap only to disappear the next. The player must look out for any potential short cuts 





Publisher. SCEE 


Price: £40 ; ~~ CEN. 
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The imposing stadiums lend FIFA 64 a big match 
atmosphere that, sadly, the game fails to rise to 








espite being universally savaged Dy critics 
three months ago, EA's 1997 FIFA 
refurbishment on the PlayStation still 
managed to perform incredibly well sales-wise. That is, 
of course, a testament to the strength of EA in the 
marketplace and the FIFA Grand name it has built up 
Although, it has to be said, previous FIFAs, stretching 
all the way Dack to the original isometric-3D Mega 
Drive game, have never been world beaters. And the 
fact that only Gremlin's Actua Soccer offered any kind 
of opposition on Sony's machine surely helped 

On Nintendo's machine, however, a remarkably 
high standard has already been set by the astounding 
J-League Perfect Striker. Indeed, Konami's title could 
possibly qualify as the finest interpretation of football 
on any Tormat. Still, the solid team of John Motson, 


Andy Gray and Des Lynam together with the enviable 
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chance to play in international competitions and the 
Premier League give FIFA 44 something that J-League 
cannot match 

However, this only makes the end result all the 
more disappointing. It's not that FIRA ó4 is any worse 
than its 32bit predecessor, but considering the 
unmatched and already proven potential of the N64 in 
the footballing field, the player could be forgiven for 
expecting more from EA's stalwart licence 

Prior to a match, there are tactical screens with 
different formations, starting line-ups and individual 
player positions for perusal. FIFA's options are 
disappointingly limited, though. For example, there are 
only six formations, including a blatantly misguided 
Sweeper system where four defenders play across the 


back. Still, there is just enough scope to tailor your 


Overhead kicks, volleys and other extravagant moves are available in FIFA but the 
overburdened control system means that luck can play as much of a part as design 


FIFA 64's gr àv pes and array of camera angles 


may look enticing, but ultimately it's the on-pitch 
e s that counts. Or rather doesn't, in this case 


own team to how you see fit before tak ng to the [ 


wit 
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Shametfully 


it's on the pitch where FIFA &4 is 


'acking The new features run to double figures but are 


argely cosmetic. Most radical is the 'Picture-in- 


screen in the top right of the screen. A twist on the 

player a better idea of players on-pitch surroundings 

but realty only serves to further confuse proceedings 
Other new inclusions are similarly pointless 


There's the 'Né4 Cam which is essentially a less 


Fin 





sometric tactical screens. £ 





which burst out several metres when a goal Is scored 
But the real problem with FIFA 64 is ifs game 

engine, It suffers from the same problem as the 

PlayStation incarnation in that it lacks any sort of pace 


Once an opposition player nas swept past you, its 


unlikely you Il ever catcn him as the weak speec-ur 
and jawed tackle Controls conspire against you 

In fact, every problem that dogged the previous 
version of FIFA reappears here. The contr Ns seem 
inconsistent, with the shoot 385 buttons 


sometimes operating a part ol xm plaver's repertoire 


that you really hadn't intended to discover. And, like 


Li 
too many incarnations of AFA, it's easy to score time 
ind again from the same position, Slide diagonally int 


the penalty area and tnere's a nigh-on ce 


i 
1 
T 


you Il hit the target. Just as irritating 15 the fact that, if 
3 player for any amount of time, he'll take it 


Iu Weave i ‘ 
very If oe hadn't 


upon himself to try and tackle e 


instructed him to do so. Consequently, your.players 
often find themselves out of position as a member gi 
the opposition glides past their half-hearted foot-ins 


and penetrates the penalty area 


Format Nintendo 64 


Inhouse 





Developer: 


Picture’ camera facility which adds a small rectangular 
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fuzzy appearance. Using the closer cameras, such as 
me - gms um "rpg - E E 
am, Solves this problem 


the "St pudar or "Bal 

newhat but the more playable ‘Tele Cam’ has an 
hazy look 
play, players will begin to tor the sharp-edged 


footballers evident in the PlayStation version 


unnecessarily 
TE eal ri 
limar. 


Playing FIFA 44 is some 


ve of an anti-c 
then. In development, this sounded like an excellent 
addition to the Né4 s growl ng C / but, in practice, it's 
often disappointing. Whereas J-League Perfect Striker 
gave each Wes button a use, FIFA 64 commits the 
cardinal sin of having combinations of buttons 


d fferent n moves, which causes a great deal of 


feces ee An ery SS PAREA "mc rir rt -T4 
JS d ny E to make console-De Isei fc iba! as 
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creative set of controls, Crucially, 


two key factors 


N64 football fans are advised to wait for the June 
P a r ma - Y 3 Aria E Pus E =) r] 
release oT Konami s international Superstar Soccer 64 


- the European version of League, complete with 


jomestic teams - rather than paddie in these waters 


The coup of having three big-name commentators and 


tne allure of the 


| Premier League may well prove too 
much for some but invest mor et 


Maa ha 


ure likely t 


Edge rating: 





Five out : 


Electronic Arts 


Ultimately, after concentrated 


Der rir orm 








In FIFA 64 and 
fo end up ruing a Nasty decision. 


of ten 








FIFA 64's more cosmetic camera 
options (top) are next ta useless 
ingame, but some, like the 'Ball 
Cam' (above), certainly enhance 
the action papers somewhat 
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All of the adversaries, aided by their polygonal make-up, attempt to terrorise the player (left). Unfortunately, they rarely manage to shock in 
proper gameplay terms. An aggressive, gold-plated assailant pops up in of the game's many corridors (right), begging to be downed by gunfire 
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'& Duke Nukem, the race has been onto spread cyDer Drutes. Doom can De a Scary game 
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and-gown perspective movements and Developers wishing tO make the most Of a more 


jumping and crouching that seemed the obvious next flexible engine could do a lot worse than look at now 


step. Sadly, on the PlayStation at least, all these new id's own attempt, Quake, works. Tenka would certainly 


degrees of freedom have rarely managed to produce have benefitted from at least the odd multi-layered 
l an experience as immersive and atmospneric as the relatively open level, where a glance downwards 


strictly eyes-first Doom. Tenka is a case in point exposed obliviously patrolling monsters and attacks 


The game boasts polygon-generated enemies from above are alway: lity 


tu 
c 
kil 
t 


with smooth texture maps. It also flaunts some Tenka is also unusually linear, with very little of the 


Ss ath | pore Pri ft 5 He F m un a LE e aAA rir: Gee eye pis Sao Sear Uu msct nmyarmmigmc $ eda: prr 
: etrectiye henting e fects. true SD levels. and me sort g JOUuDung DECK inet most exampies oT ine genre 
- Ll 





b mn a - n s uis fron P T nigs^rihan anc = er i jm E 
One of the game's strongest points ám RREPY ST 
is its effective use of texture maps Doom still Edge s preferred PlayStation first-person Not that Tenka's a bad game, not by a long chalk 
and ingenious lighting effects shooter, despite Its relatively primitive controls and tis a good-looking piece of software, and solid 





miiy confined tunnels, enough in most Oepartments, but like almost every 


Firm m m - s gx. "Xu g Pm MAF y kA my e F * = = Le a j ree pe - stat = - = 
Wwide-open GealTi-THleg Spaces Doom wannabDe, it lacks the Tocus, atmosphere * 
= —— eS m m» ie areal m mum i 5 — rn p al ite mim Te = 
l SETIES OT ITPETIOCEINE COFTIGOLS and, vitally, level design of id's old master 


punctuates it with sudden bursts of ferocious action, EOSS o Dt 
Tenka steadily rations a small selection of thinly Seven out of ten 












That same golden child receiving the correct punishment (left). Tenka's main areas of open combat are simplistic, square rooms (centre). 
Despite its failings, there's no getting away from Tenka's speed and impressive graphical use of three dimensions. Or, in fact, this brute (right) 
1 


CPU players crash convincingly, but fallen riders 
will be back on your tail in seconds, unconvincingly 





ms that, more oft 


motorcycle racing games are the poor 
relation of their four-wheeled cousins, 
always appearing to follow a standard formula: take 
the engine of a successrul car race smash, replace the 
car graphics with bikes, replace the controls and 
lot more. At least, 


en than not, 


zm SP s 
apoti a 


that's what Manx TT feels like 
There's no arguing with the pedigree of Sega's 
of course, but Manx TT is something 
ddity. The arcade original was a showy beast 
but more of a novelty than a necessity. The Saturn 
conversion is the same, only more so 
Manx TT offers two circuits, the Laxey and the TT 
both of which reappear mirrored and 
the basic game is mastered. Laxey is the starter track, 


oping series of wide bends with a finish along a 


generally make th ngs lean 


reversed once 
8 SWE 
coastal road. TT i5 more in the classic Image 
famed isle Of Man races with à circuit that tears 
through little villages. Completing the lineup Is an 
array of bikes which trade off the standard handling 
acceleration and top speed with each other 


E 


e elements for a successful racer 


Mank TT, yet the twitchy, oversensitive Cc 


or ihe 


All th are here in 


e controls do 


Pounin 





The scenery in the game 
provides the usual selection 


of driving game components, 
including a tunnel (above). 
The first-person view (right) 
p the most realistic- 
eeling racing experience, 
although standard controls 
spoil proceedings somewhat 





Format Satum — 


Tantalus 


Developer 













] 
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restscreen 
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Conversion duties for Manx TT were given to Australian codeshop Tantalus. The team's 
3D engine performs quite adequately, and the game maintains a respectable frame rate 


E 
TAPA 


make It a trial to play well on tne Saturn, its very] 


to follow tne racing line with the Saturn's pad as all 
you can to do is keep nudging it in one direction or go 
the whole nog and lean in for a sharp turn, So great is 


the oversteer that just driving a ‘clean’ lap without 
scraping the Darriers i an achievement at first 

A much better option is the Saturn's analogue pad 
or steering wheel, The former still suffers from 
oversteer but is far more manageable, the latter, if 
anything, understeers, The use of such peripherals 
doesn't make the game, however, merely salvaging it 
It remains a second-row racer and can be enjoyed, if 


only as above-average sustenance during the E 


wait before the next supercar comes along 
Seven out of ten 





Edge rating: 


In a typica: console compromise, 
the split-screen twoplayer mode 
sees detail cut down in the 

distance, occasionally making it 
difficult to prepare for corners 





testscreen 
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Sentient 


And that’s not all... Do 
you think our 
metabolisms will ever be 
PETERE | | the same after this 
very little "3 | boiling? 


a Question 


The use of small talk enhances the feeling of exploring a living environment, but flaws in 
conversation are often visible. The player can sometimes listen in on other conversations (left) 





science-fiction epic boasting a realtime 3D in behaviour and responses, but the overall effect is 
environment, complex personality modelling quite impressive 
advanced sentence-based communication Similarly, the effort invested in bringing à vast 
and a multi-faceted script. On paper, Sentient has all space station to life has paid dividends. Exploring the 
the appeal of a next-generation console title. And yet levels, rings and quadrants of the station is a major 
the sensations invoked by the game recall the classic under oe In itself, a task made easier by the 
adventures more than anything. This is simply the dioi ical diversity ‘lif erent locations and the ability 
atest attempt to do something new with the graphic to Vane n directions from other characters 
adventure format. More problematic is the communication system. A 
The plot throws the player into the unstable multiple menu system makes it possible to ask 
environment of a space station hover $- on the edge questions about EMO locations, items and topics, as 
of a far flung star, where the immediate dangers of well as make statements, show emotions, give 
dying through asphyxiation or at the hands of security commands, etc. But atter npting to navigate these 
L Sri iai di personnel are soon replaced Dy more subtle perils menus using the PlayStation s controller proves a real 
wondered. what il [| hl Something is drastically wrong out there, and the pain. It soon becomes obvious why such ambitious 
gusce l i ponas ussions are beginning to have an effect on the communication methods haven't been attempted in a 
| 200-odd crew of the station. Naturally, it falls to the console title before — it simply isn’t PIQUE 
payer to unravel numerous subpiots and conspiracies Then there are the lengthy periods spent traipsing 
! pursuit of the ultimate truth up and down the sta tior I'S corridors in search of some 
The two methods of progress are communication character who continually moves from one location to 
and object manipulation. The latter reintorces the idea another, only to find them and discover that they dont 
that this is simply a well dressed adventure game, the possess the information or item neec ode d anyway. The 
initial stages setting the style, as the player is charged game starts to resemble a wild goose chase with 
fFiuapin whe sirva tagether in with locating a lost radiation report and handing it over clever personality modelling rather than a cohesive, 
| animas dew ta meh MA to the right person. It's the interaction with - and tightly paced cinematic experience 
siber Tar eaten. ee Ehil E independent actions of - the other characters on Sentient is a unique and innovative experlence, but 
UN UATNR which Sentient really hinges, however. Some deft its flaws serve to illustrate the fact that interesting 
character modelling techniques have been used doesn't always equal enjoyable. A thriller that de 
ensuring that the protagonists all go about their isn't particularly thrilling is the unfortunate result 


regular business, make idle chit chat and discuss : 
important issues with each other, and respond to the EUBEISUNR- —— oo duoi fene 
player in the correct manner. There are obvious flaws Six out of ten 





Set pieces (above) intersperse the 1" Format PlayStation | Publisher: Psygnosis 


eform action, lending a filmic air | | vc — 
freeform action, lending a filmic Developer. Inhouse Price: £40 Release: Out now 
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Comanche 3 





ot on the texture-mapped heels of its 
impressive jet simulation, F-22 Lightning | 
NovaLogic 5 new chopper game C "omanche 3 
marks the second outing for the company's Voxel 
Space 2 terrain rendering system. While the original 
Voxel 3D engine fractal technology, used in Comanche 
Maximum Overkill and the tank sim Armoured Fist, was 
Diocky, indistinct and Gownrient ugly, VS2 ts smoother, 
clearer and twice as fast. Playable in SVGA graphics 
modes up to 800x600 and providing support for high- 
tech white elephants such as the VFX1 VR helmet and 
stereoscopic 3D glasses, Novalogic's simulation of the 
RAH-66 Comanche attack helicopter rs - graphically, àt 
least — cutting-edge software 
Visual detall is excellent — gorgeously texture- 
mapped hills and valleys disappear into a fog-hazed 
distance, snow-capped mountains are edged by dense 
tree-!ines, while translucent smoke clouds billow into a 
lens-flared sky. It's the attention to ground detail that's 
$0 striking, though, the VS2 engine defining small 
features such as tents anc wooden watchtowers, as 
well as a wide array of hot military targets like Hind 
gunships, SCUO missile launchers and T-80 tanks 
With over 30 challenging missions, split into four 
different campaiens, plus multiplayer options that 
enable flyers to indulge in twoplayer cooperative 
missions, as well as free-for-all network warfare with 
up to eight players, comanche 3 nas gameplay in 
5pades. It's not just its looks that have undergone a 
makeover either: while the original game was an 
arcade fly-and-fight spectacular, Comanche 3 embraces 
the hardcore simulation ethic with unbridled enthusiasm 
5 now impossible to adopt carefree tactics, 
hurtling fearlessly over the undulating terrain like a 
modern-day Airwolf - that was the old Comanche 
While the helicopter in Comanche 3 is easy to fly and 
realistica ally modelled, an understanding of modern 
helicopter tactics is more useful than quick reflexes. 
Like most modern aerial warfare, the most successful 
strategy i5 to avoid being seen by the enemy: stealth is 
the key. Comanche 3's missions aren't always fun and 
action-packed, but they are a realistic recreation of 
modern chopper combat. Fortunately, aerial no-hopers 
can use tne interactive training missions, which teach 
beginners the basics of navigation, terrain-masking, and 
air-to-ground and air-to-air interdiction 
If there's a criticism, Ja that ali this lush 
extravagance and attention to detail exacts a hefty 
price. Even running the game in the standard 640x480 
SVGA mode demands a lot of à Pentium PC, so much 
so that potential buyers should be looking ; at Setup 
sper of at least 166MHZ 
Comanche 3 abandons its arcade shoot ‘em up 
roots in favour of a more serious slant. it’s graphically 


superior to Dl's Apache and Hind sims, and easily ona 
par with EA's definitive Longbow effort - although it 


lacks the deptn 
snap i Co M manc 'ha 3 Sirikes Just the right 


ce patwmsern Seat ol the-p sants fiyin E ang E 
the t heavyweight demands of simulated realism 


NovaLogic’s new Voxel Space 2 rendering system can effortlessly create rolling hills, deep Ae 2 ee NERO 
valleys and transparent water. The technology can, however, take a toll on PC performance Seven out of ten 








Developer Inhouse Pric Release Out now 


screen 
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In addition to all the in-vogue 3D views (often pretty 
but totally — Kick Off 97 has a fluid 
overhead 2D mode (above) for Sensible Soccer purists 
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Fast 3D action without crippling 
your PC: Kick Off 97 easily matches 
the 3D delights of Actua and FIFA | 











There's no denying the impressive nature of 
graphical effects employed, but Excalibur's 
shallow approach to its quest spoils the party 





ver since Infogrames kickstarted tne genre 

with Alone in the Dark, the 3D graphical 

adventure has been pushed in differant 
directions by developers the world over 

Telstar's stab sees a female adventurer exploring 
13 levels comprised of a network of rooms and 
corridors on a single 2D plane. The chambers look 
wonderful, the PlayStation's lighting effects bestowing 
coloured glows which are perfectly transferred to 
objects and characters as they pass by. The choice of 
camera, from smooth tracking Tomb Raider style to a 
panning and swooping (though far from playable) 
remote i5 certainly impressive and the rapid 
appearance of rooms is a blessing after Resident Evil's 
tiresome door-opening lags. However, five minutes of 
play will reveal that although everything appears 3D, 
(your character wanders around, varied attackers 
blunder in swirling clubs and swords) one of the 
available three dimensions simply doesn't get a look 
in. Tomb Raider didn't require a map because of the 
unique features of each of its levels. Here, where the 
levels are made from box-shaped rooms placed side 
Dy side, each with unremarkable contents, the 
compass and auto-map are essential 
Doing battle with the level's occupants also fails to 

generate the excitement it should, Three sword swipes 
and a blocking move are available (plus some combo 
moves, achieved by a series of button presses) and all 
are quickly mastered which sometimes makes the 
occasional interruption from attackers more a chore 
than a pleasure. Also, attacks may be completely 
avoided thanks to the fact that enemies never give 
chase outside of their rooms and, most 
disappointingly, in cases where more than ane 
assailant leaps up, they attack in turn, passing the 


| Format. PlayStation z Publisher: 





combat AI routine between them as each one expire 
Perhaps the game's greatest failing is its RPG 

aspirations. The successful completion of a level 
involves a limited, linear process: static characters you 
meet will ask for an object; you later tind that ine t 
return, hand over your booty and are rewarded wi 
another object required by another character qe 
five or six such interactions you'll earn the key to the 
exit and you're off again 

Excalibur's premise held much potential, but the 
finished game fails to fulfill it, leaving something 
whose uncomfortably restrictive limits tarnis! 


its clean presentation 


Edge rating: 


and fine atmosphere = 


Six out of ten 
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Developer Tempest Price £45 





These text messages are also delivered in audio 
format, having been recorded by voice actors 





Telstar Electronic Studios 


Release Out now 


| 





The combat system itself is fairly 


enjoyable, but the enem 
routines are rather pred 





ictable 
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Detailed information on staff members is instantly available, with the 
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Theme Hospital 





tunity to pi : edi 


hile Theme Hospital shares the Designer 

Series label and basic management directive 

with predecessor Theme Park, it is in fact a 
world apart from that revered title. 

The complexities offered by giving the user free 
reign over the actual layout of thetr medical 
establishment is made yet more complicated by the 
Staff-management aspect of the design, where control 
of the doctors, nurses, receptionists and caretakers is 
at best indirect. The interplay Detween these two 
aspects tengas to rob the game of a clear-cut playing 
method, but ultimately adds many new levels to the 
management challenge 

This is à game environment where the staff go 
about their business independently, adapting to the 
user's hospital architecture, the pressure they're nut 
under, and the facilities available — be they operating 
rooms, pharmacies, rest rooms, toilets, or one of the 
comical treatment rooms, It's the latter element which 
is played to the hilt, with ailments such as invisibility, 
heaped pes and hairyitis having to be diagnosed and 
treated accordingly 

The isometric viewpoint, a keen compromise 
between clean functionality and cartoon stylings, 
works well, while a sleek control system removes 
much of the potential confusion when it comes to 
actually building the various hospital rooms and 
wards. The approach to the hospital staff is similarly 
well handled, making it possible to Instantly check up 
on à doctor s abilities, energy, and enthusiasm 

It 5 of course the well-tuned balance of in -Datients 
and ailments versus limited resources that makes 


For mat PC 











cena 
Ss! = 


As apes Pa amassed, new sections can be built, 
such is hair-restoration clinic (above) 





Theme Hospital such a compulsive experience 

In truth, this is a refinement rather than a 
complete reinterpretation of the genre. The sense of 
helplessness induced by having so many characters 
roaming independently around the environment does 
occasionally trustrate, but such confusion is really a 


necessary by-product of the ambitious design. Few 
games can boast of a teeming gameworld governed 
Dy so many subtle variables, yet all under the 
influence of the player. That Theme Hospita! is as 
rewarding to play as it is technically admirable 
Is a genuine achievement 





Edge rating: - as A - 
Eight out of ten 
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Sangoku's backdrops are ene ae 
static, digitised nature lacking even a s ingle 
layer of parallax, let alone simple spot effects 


pels first 3D fighting game is Slightly better 

than many expected from a Wargame 

developer — although it joins a growing list of 
titles that might be called the Children of Soul Edge. 

rhe counterfeiting process begins with a game 
engine that flagrantly borrows reversals, guard 
Impacts and counter stuns. At least the motion 
capture has integrity, with some acrobatic jump-in 
attacks that carry better weighting than most other 3D 
titles. A Tew quirks have crept in — clockwise-only 
sidesteps, for instance, and idiosyncratic (sometimes 
plain cheesy) okizeme stay-downs. But the dearth of 
truly impressive Special moves is a shame, as only 
:ertain throws and super moves can ever wrench the 
camera away from its stubborniy side-on viewpoint 
Those super moves, or 'Musou', are enabled Dy 

the filling of a secondary energy bar, and result in a 
flurry of strikes trailing that now-familiar weapon glow 
All too often they seem to obey Deuce's Law of 
inverse Vocal Power; the more impressive your attack 


sounds when called out, the less likely it is to hit, or to 


Format 























Sangoku Musou 


— - i LÀ 


The Three Kingdoms era of Chinese history so relished by Koei has also lent its flavour to 
Sangoku. Each of the characters wears traditional costume and wields credible weaponry 





do significant damage when it does 

Ultimately, Sangoku's stumbling block Is its limited 
scope. Like Sou! Edge and its proliferating clones - and 
quite unlike SFN, in any incarnation, or even Tekken 2 — 
there's not enough room to develop your owr 
sequences and move combinations outside of its 
preset combos. That's not to say Sangoku isn't 
capable of delivering an enjoyable twoplayer 
experience, Dut the pleasure is ephemeral 

Big-name investment in the lucrative field of 3D 
fighting games has delivered some truly splendid 
cutting-edge tities that demonstrate the potential of 
32bit game development. Consequently, it's a tall 
order for a newcomer to compete with any hope of 
success. By brazenly imitating a considerably better 
game, Sangoku practically relegates itself to average 
status and is thus unlikely to find prominence 4 
among so many rivals 





Edge rating: A 
Six out of ten Ws 
The viewpoint only rarely breaks 
away from a side-on perspective 
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FI's outstanding graphics 
put its 32bit consoles 
counterparts to shame. 
The exhaust-stained tracks 
and packed grandstands 
(left) are matched by the 
sweeping background 
landscapes (below) which 
ive the game a real-world 
I that other racers lack. 
t special effects are 
similarly impressive 





4 Ee 28 


>! TAG HEVER Official Timing 


layStation F7 was, of course, a best-seller on 

the machine. But Sony's format is one where 

the competition IS [LIST about non-existent 
The PC, conversely, already has a sterling benchmark 
n the form of Geoff Crammond's GP2, leaving 
Psygnosis' game with an uphill climb, to say the least 

Provided you can ignore the difference in price of 
the required equipment (E130 for a PS, at least £1,200 
for the required PC and 3DIx card - Diamond s 
Monster3D is recommended), F1 3Dfx is, visually at the 
very least, utterly incredible. Apart trom the short- 
lived, single-track, Instant gratification of Ultimate 
Race (bundled with VideoLogic's Apocalypse3D card), 
nothing on the PC 1$ às visually as impressive as this 
game. As well as the 3D card requirements, though, be 
prepared to throw some megahertz at tne game: a 
P100 will draw in backgrounds uncomfortably late, Dut 
a P166 and upwards provides a satisfying race 
As for the game, it isn't as complex or as satisfying 

as MicroProse's GPZ, a game Psygnosis I5 anxious to 
avoid a head-to-head with, but with which 
comparisons are inevitable. Instead, ET is a more 
immediate game, but one with more than a fair nod 
towards car setups and realistic collision dynamics 


It's still tremendously entertaining, but has less 
staying power than its unaccelerated ftorebeat E 
(A DirectX version is due next month, incidentally.) 
Edge rating: = 

Eight out of ten 


Format: PC 3Dfx (aiso PlayStation) 
Publisher Psygnosis 


Developer. Bizarre Creations 
Release. Out now 

















BY THE TIME YOU 
FINISH READING THIS, 
ANOTHER TOROSAURUS 

WILL HAVE BEEN 

SENSELESSLY 

SLAUGKTERED. 


Men armed with automatic 


weapons are slaying dinosaurs in 
cold blood. Worse, an entire 
species is dying out through our 
ignorance. Horned males; 
lactating mothers; defenceless 
juveniles. All qunned down 
because people continue to 
believe a myth. Fact: the 
Torosaurus is not a bloodthirsty 
monster. This gentle plant-qrazer 
is triqgered into violence only 
when protecting its young. 
Which begs the question: 

haw powerful is the imagery 
which feeds the propaganda? 


A new game release from 
Acclaim for the Nintendo 64 
reveals the answer: 

Turok Dinosaur Hunter boasts 
the kind of advanced graphics 
which blur the distinction 
between fantasy and reality. The 
time for positive action is now. 


SAVE THE 
DINOSAUR 


FROM THE DEADLY ARSENAL OF TUROK 
DINOSAUR HUNTER ON NINTENDO bá 


WARNING 
TUROK DINOSAUR HUNTER IS UNLEASHED 


(AGiaim 





NOV ON THE N64 


K(* NINTENDO^^ 


LJ 


ine April 1997 


"uU SG XL OAM wa it & Ern 


Testscreen round-up 











Exhumed PlayStation 
Publisher —  — . BMG Interactive 
Release — . .. Out now 
Price "y £45 


first-person 3D shoot ‘em up, Exhumed 

A confidently flaunts its Doorn influences from 
the word go. Here, though, that's not such a bad thing, 

Egyptian mythology figures heavily in the plot as 
your task involves rescuing a kidnapped Pharoah 
mummy, visiting a plethora of outdoor and indoor 
locations in the process. The game's 3D engine runs 
at a gloriously smooth pace and the visuals in general 
are excellent, being far more varied than PlayStation 
rivals Doom and Alien Trilogy, with authentic tiling 
effects and hieroglyphic doodles 

it's noticeably tough, too, with some levels taking 
up to an hour to complete, and there are a fair 
amount of puzzles involved (sandals must be 
collected in order to hop hergnts, and a mask to 


breathe underwater, for example). Exhumed is 


essentially but another 3D shoater, albeit one € 
which has had care lavished upon it in heaps 


Edge rating 








Eight out of ten 








Pod PC 3Dfx 
Publisher - ss ™ ANNE 
Release atm _Out now 
Price —— £45 

















biSoft's futuristic racing game, specifically 
designed with MMX in mind, certainly gives 

some indication of the technology's power, Sadly, it 
does precious little else 

The wastelands and post-ndustnal cityscapes that 
make up Fods circuits are impressive on the surface, 
moving smoothly and very quickly, but in design 
terms they are uninspiring — often uncomfortably 
angular, with large, slab-sided walls and canyons with 
a single texture slapped an them. The vehicles fare 
little better, their designs looking more like “70's 
visions of futuristic cars than what is expected today 

The racing itself is similarly disappointing: 
handling is flat, and it rarely feels as though you're 
fighting for grip and wrestling to maintain control of a 
car, merely pointing a chunky model around a fast 
moving landscape. A fascinating demo of 5Dtx E 
power, then, but too shallow to recommend. 





Edge rating 





Five out of ten 





Total NBA‘97 — ... PlayStation 
Publisher — pU 
Release —— 5o . Out now 
Price (0 7 —  : X38 





otal NBA '96 was the first PlayStation game to 
come out of Sony's London office, and it 
remains a benchmark simulation, combining fabulous 
visuals with honest sporting endeavour. In short, it 
was a game that ‘worked’, something that took the 
genre to greater heights. 

iis sequel smooths out the edges of its 
predecessor and includes revamped graphics and 
all-new motion-captured animation (courtesy of NBA 
pro Latrell Sprewell). Player movement is incredibly 
slick, while the photorealistic faces that now adorn the 
players add even more to the atmosphere 

Although Sony is keen to point out that Total NBA 

97 is a new game, anyone who's played the original 
will find a comforting familiarity with the sequel. It still 
plays a beautiful game of basketball, only it looks 
much better, Total NBA '87 is, therefore, an 4E 
absolutely essential sports sim | 


Edge rating 





Mass Destruction Saturn 
Publisher 5 
Release — č - Out now 


eee 








ith transparences and other such effects 
WwW currently de ngueur for console games, some 
would think it inevitable that Sega would seek to 
acquire rights to BMG's explosion-packed shoot ‘em 
up. However, while Mass Destructon shows that the 
Satum's oft-maligned technology is capable of better 
than conversions such as Reloaded may suggest, it 
still subscribes to the style-over-content cause. 

That players can destroy almost every standing 
structure with an impressive array of weaponry is 
initially pleasing, but the appeal of using a flame- 
thrower to torch a building soon begins to wane and 
it’s during this period of play that the game's shallow 
structure and poor opposition Al become apparent. 
Twenty-four levels, each with simple objectives and 
invariably banal encounters with opposing forces are 
what Sega got for its pound of fesh. Satum E a 
owners will expect a lot more. 

SIX Qut of ten 





Edge rating 


Ultimate Race PC PowervR 
Publisher Bundled with PowerVR 
Release m .... Out now 
Price E35 


s a technical demonstration of the PowerVR 
A chipset, Ulbmate Roce could well be the retort 
PC owners have been waiting for to silence their 
console-owning peers. Due to the nature of the 
chipset, only awners of P200 MMX machines will be 
able to get the most out of it, but then you do get 
sumptuous 16bit colour running in a resolution ol 
800x600 and at a healthy 25-30fps. Where most PC 
developers fall down — composing visuals deserving 
of such technology — French codehouse Kalisto (see 
page 42) has excelled, and the result is a beautiful- 
looking racing game, almost approaching coin-op 
standards in design terms. Ultimate Roce handles 
well, too, but the fact that, a) the game is only 
available with the card, and b) it only has a single 
(albeit huge and vaned) track means it would be 
unfair to assess this as it anything other than a E 
glamorous and highly playable demo 


Edge rating 


n/a 








Grid Run Saturn 
Publisher WIE 
Relesse O — — à à Áà à à à  Qutnow 
Price £40 


rid Run forms part of the growing action game 
[d genre which involves collecting flags and 
outwitting your opponent. Set in the outer reaches of 
space, the player has been tricked into a cosmic 
game of tag against a variety of opponents ranging 
from cumbersome androids to the more fiendish 
cyber dinosaurs 

Employing Mode 7-style backdrops mixed with 
the Satum's effective sprite-handling, Grid Run is 
graphically impressive, fast and offers some cleverly 
designed maze environments. 

Although fine as a oneplayer game, it's against a 
fnend that Grid Run excels as both parties race to 
collect flags and avoid being tagged ‘it. There are 
plenty of power-ups to collect as you aim to slow 
your opponent down and reach the finishing line and, 
although not a technical marvel, Grid Run ! 
remains an entertaining title nonetheless. E 

Seven out of ten 


Edge rating 
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The CGI aspect of videogaming is pgrhafs its most diverse, its components 
ranging from futuristic technology to fantastical lifeforms. This month Edge 
looks at a wide range of images which fall squarely within the latter category 





| Odd World: Abe's 
Oddysee is an innovative 
take on the platform 
genre, emphasising the 
individual personalities 
of the game's inhabitants 
as a key element of the 
action. As Lorne Lanning, 
director of developer Odd 
World Inhabitants, points 
out, ‘Our drive is to 


behave like living beings. 
Achieving this means 

massive manipulation of 
graphics technology as it 


This emphasis on 
realism is something the 
artists obviously took on 
board when designing 
these images. Both Abe 
and his monstrous 
accomplice (left) are 
intricately drawn, with a 
strong emphasis on 
muscle tone, while the 
landscapes (below) are 
full of organic detail 
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Completing a trilogy of PlayStation beat 
‘em ups for Namco, Soul Blade looks set to 
outshine even it illustrious predecessors - 
the two Tekken games that it appears to 
borrow heavily from. The game's story 
mode, based around the quest for the 
titular Soul Blade, boasts some opulent 
hi-res rendering showcasing Namco's 
excellent character design. Above, 
samurai warrior Mitsurugi rests his 
katana on his shoulder, while Sophita 
(above right), styled along Classical Greek 
lines with her short skirt and sandal 
straps, flourishes her chosen weapons - a 
short sword and shield. The canyon scene 


(right) is typical of the high standard set in 


Soul Blade's story mode 


Gametek’s futuristic military simulation, Dark Colony, is set 
on a distant planet and pits human forces against the 
extremely weird indigenous lifeforms (known as ‘Greys’). 
Atril (left) was modelled by Ray Larabie with Metaball 
Modeller in 3D Studio 4 to give it an organic look. The 
textures were roughed out in Meshpaint and rendered in 
Photoshop. Greg Bick then built the scene in 30S Max and 
rendered Atril with volumetric lighting. 

With the Sydemon (below), Larabie made the body with 
Metaball Modeller in 3D Studio 4, and the blades, horns and 
teeth in 3D5 Max ('Crash, reload, wait, crash, reload...’). 
Each tooth, horn and blade has its own separate bump and 
texture map. According to Larabie, ‘the Grey units are meant 
to be disgusting. The artillery fires a pus-ball from its butt, 
the air unit drops exploding foetuses, the mine is a fat 
octopus. It's meant to make people sick.’ It works 
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Q&A with Jon Knoles 


Edge: What was your inspiration 
F Tul r 1 7 " T B E 


Jon Knoles: Boba Fett may have 
been a minor character in the 
films, but there's something about 
him that has made him a cult 
figure to ‘Star Wars’ fans. In fact, 
his popularity is almost as great as 
Darth Vader's. 

The reasons for his fame are as 
mysterious as he is. Even before 
‘Empire Strikes Back’, we caught a 
glimpse of this formidable-looking 
bounty hunter in comics and in the 
animated portion of the otherwise 
forgettable Christmas television 
special in 1978. As a kid | thought 
he was the meanest-looking thing 
i'd ever seen. Who knows why? 
Maybe it's because his costume is 
50 wicked-looking. He looks as if 
he's been run through the mill a 
few times, too, judging by his 
battle-scarred armour. 

In the game, Shadows of the 
Empire, | wanted Boba Fett to play 
a major role, but he ended up as a 
relatively low-detailed, realtime 
figure (I think his poly count totals 
600). But once the game was 
completed, | knew we'd need a 
high-resolution Boba Fett for 
publications and such, as well as 
the box cover for the game, which 
| was also asked to create. 


JK: 3D Studio was the only 
program | knew well enough to 
finish the model quickly. It really is 
a hack job, though, in my opinion. 
i'm not a very clean model builder. 
But a careful use of textures really 
pulled off the image. 

| used a 700-polygon human 
template that | had brought over 
from the Né4 game and smoothed 
it by multiplying the number of 
polygons. It was easier to start at a 
low detail level to better control 
the shape of his figure. | then 
made sure | gave him fairly normal 
features, as Boba Fett isn't a 
muscular guy by any means. Then | 
drew what are known as 
displacement maps (black-and- 
white topographical terrain-like 
textures which, when applied to 
any smooth surface, actually 
create raised 3D surfaces). | 
wrapped these maps around his 
legs to create the folds and 
pockets of his baggy pants. To 
save time, | took some things like 
the gun and the contraptions on 
his arms from another artist's Boba 
Fett model. | only had two days to 
do it, so | just started pressing 
buttons, certain that it would 
come out horribly, but was 
pleasantly surprised at how real he 
looked once | was finished. Aside 
from the jetpack thrust and some 
highlights and reflected lights 
added in Photoshop, what you see 
in the image is essentially the 3D 
Studio rendering. 


JK: The helmet was definitely the 
toughest part to get right - and the 
most essential ingredient in 
making a convincing Boba Fett. I'd 
seen a few other people's 
attempts at making a Boba Fett, 
and while they were decent, they 
just didn't capture his look. | must 
have rebuilt that thing five times in 
five different ways. It basically 
started with a hemisphere on top 
of a cylinder. Then | just hacked 
away at it and punched holes in it 
and moved vertices around until it 
looked just right. During all of this, 

i had background images of Boba 
Fett reference photos to help keep 
me on track. Hey, when in doubt, 
consult your reference! 








Kalisto's ambitious sci-fi 
adventure, Dark Earth, is 
set on an Earth plunged 
back into the Dark Ages 
by a huge meteor 
explosion. Consequently, 
the game blends visual 
themes from the present 
and future as well as 
distinct medieval 

swords n'sorcery 
elements. The title's 
chronological eclecticism 
is reflected in this 
brilliantly intricate 
render of Arkan, the 
player's character, 
striding away from a 
massive metallic citadel. 
If the graphics in the 
game can match this 
image in terms of 
attention to detail and 


atmosphere, it will 9% 9" 


certainly be one of the — 
key PC titles of 97 © 
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Konami and Sega are exploring the lightgun genre with two games of marked | 
contrast, one being military themed, the other bearing schlock-horror values... 
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| Konami's Operation Thunder Hurricane combines the military setting | 
| of Operation Wolf with the helicopter flight mechanics of Gunblade NY 
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The game includes several sections which involve air-to-air combat. | t3rgote y | 
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The visuals in Hurricane are finely detailed, with Md of suitably grubby textures and some fine 3D modelling on 
| the enemy aircraft. Peripheral effects are also entm with missiles, for aom nes realistic vapour trails 
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hne PRONE TD Den er AY Cade 
and home videogames i5 often 

i FEN as à ONE-Way ansaction, 
With ideas flowing from the former rto the 
ater and nothing happening in reverse. Ry 
borrowing heavily from Resident Evii, 
however, The House of the Dead proves 
nal ideas Car now the ater way 














| Iis m Virtua Cop how George Romero 
| Would cube: it Te Were a pame 
| MUR LEM The aver takes on (he role of 

Tom ROWRUN, @ Special agent whose 

Mission iis tO Search the Chump 

Duliding for a scientist WhO nas recently 
disappeared (Resident Evil to a tee, nen). 

INSIDE ne finds a Motley collection of Deas | 

zompies, manm eanne MOSS rad does 

eti UEM TE VIS up T DE blower oWay, ne 

pend GETO W thii i wether WITT UTE Vas 

nenoagene or monmsriers, yes rne eame ; 
AIRT thy LEWN Fs HE fenes ip ARI: 

(die tees TRV TA TLPS LER eL | Ten 

Pore factor Dy fimingthe DIL CUTIWEN 
SCENES rn Vey WW SUS-Sivie Diach-and-wihte 

On (he tömt Of CUN each- of the mansions 

nhabitarnts dies in a differen way, 

depende on where they ard hit chest 

explosions, fying imis anc paming 

stomach wounds are all par for. the course. 

The game also adds a few choice 

amendments to me on-raidis snool-em up 

genre. ms designers have, forc example 
ti ied to Pive The HH Sei fhe Pea a 
Rregier feel of three-dimernsonal Dept Dy 
gurcing tre prayer ip narrow Tents af - 
Stairs and then ent COMO. 45 Well as 
MOUINE Sections where ducking and 

tawling are necessary. This snowed compat - 
the ‘flatness’ of the original Virtua Cop, Despite the use of model 2 rather than Modet 3, AMI has managed to 
| where the action often felt as mough it Create an ean nipressively, detailed and realistic ic menagerie of enemie 
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Aere fi KIT TR ams tj UT g kb EP mwane 
i Ne Ute also Introduces a mut-story 


concept, WIC m essentially. Bn extertsior rather Sunil ooking sections, Du! 


M VCO 2 $ eng-ot-ievel route choices promises soma mot re diverse locations 
Here, every section includes certain kéy later. Whatever the case is remains a 
tula c and the player's route chanpes 3 re ina liti — it does, after al, have 
Jépending on whether or not these nuch in its favour: Virtua Cop playability 
| ZOMDeS are kied: COnsequently, tts Opius amounts: OF gore (fF MAKES 
hoped that me tithe will provide a differen Recent Evil look positively U-rated in 
experience each fime a piayet Comes to i ympartsony and plenty of monsters to 


Also borrowed from v«Caop 2 is: the notion Diast, The onty disappointment is that the 
M innocent Dystangers. Here, mougn, game employs Model 2 rather than fe 

| players gain extra Ives IF they manage to State-oritive art Motel 3 board Jucdgng Dy 
Save mem — particulany tortunate as tne the armosphernc and detaier visuais, 
pame is apparemniy NEremo rdi wig Wever, the game does not appear 
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In an attempt to avoid the ‘flatness’ of the original V-Cop, AMI has 
made The House of the Dead's 3D environments as deep as possible 
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Atari Clas, 


he most recent titles 
among this collection date 

from 1980, a time when 
Atan was at the peak of its creative 
and commercial powers. Sadly, 
though the emulations may be 
arcade perfect, barely half of these 
once-great titles are enjoyable now 
for more than a few minutes. 

The three basic shoot ‘em ups 
— Asteroids, Tempest and 
Centipede — stand up best, with 
the thrill of discovering new 
Tempest levels lifting it clearly 
above the others. The joypad 
doubles well for the original 
paddle controller here, and 
intensity of the action is as thrilling 
as ever. Centipede is similarly 
manic but its cluttered screen 
lacks the daring flash of Tempest 
The simple points-chasing af 
Asteroids, although borrowing 
much from the serninal Computer 
Space, also manages to retain 
player interest for a while, 

Of the rest, Battlezone is by far 
the worst. The PlayStation pad fails 
to adequately reproduce the twin- 
stick controls of the onginal and 
even when you do master moving 





hogan , 


= | aito's Space Invaders was 
Í followed in 1980 by its 
IE much-less lauded but far 


more enjoyable Phoenix. The 
game was among the first wave of 
multi-stage shoot ‘em ups, each ol 
its level styles offering different 
enemies and every fifth featuring a 
gigantic, not to mention 
revolutionary, mothership. 

Phoenix even had rudimentary 
transitions between stages. Hardly 
what you'd call cut scenes, these 
consisted of a screen or so of 
vertically scrolling stars and planets 
and some colourful wipes and 
asterisk-filled ins effects 

The game's real strength was 
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Bopdicine abus fupe Indio: URN Conan feteséS. , Tempest and Asteroids. 


These Atari classics predate many of the other PlayStation back-catalogue raids and their age certainly shows 





the tank you'll be amazed by haw 
little happens. 

The same couldn't be said Tor 
Missile Command, which is an 
action-heavy affair, but sorely 


misses its trackball, Similarly, Super 
Breakout, which rounds up the 
collection, is a patience-sapping 
affair — a joypad will simply never 
perform as effectively as the 


paddle so obviously needed to 
play such a quick, fiddly game. 

Overall, these are best looked 
upon as chenshed mermones à 
rather than retro revivals 





slideshows of arcade cabinets and ad 


Adding value to the disc is paiid kiia i Qe sie sanus indoliig 
cna poled i with pioneering designers such as Ed Logg (far left), creator of Asteroids 


artwork, and revealing 





Its variety, On the first two stages, 
two waves of fighters jiggled across 
the screen a la Space Invaders, 
then swept down to attack, 
Galaxians style, On the next two 
stages, you faced two sets of eight 
phoenixes which began sweeping 
across the screen as eggs then 
hatched into huge, bullet-spitting 
birds. Then it was on to the 
mothership and some serious 
multi-tasking: fend off the fighters 
while chipping away at the big 
shield, making a hole m the 
moving shield and dodging the 
boss s fire. 

Phoenix s delightful fusion of 
cunning enemy attack patterns 
and simple-but-assured gameplay 
made it a game that stands 





Tm er erem 
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than many other veterans the middle. Considered use of ship's was vital if you 
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fighter-filled screens (right) 
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Should M2 suffer for 3DO? 
D oes M2 have to suffer from being linked to 
—* the 3DO system? |, along with many 
others, have never had so much fun with any 
other videogaming system. It boasted many 
playable games, and a surprising number of 
titles which technically outshined their 
PlayStation/Saturn counterparts — like Space 
Hulk, for example. Despite a very poor spec (6 
MIPS and lower-than-50% cycle rate), it had a 
wide range of built-in effects and an OS which 
attained the highest performance possible under 
the circumstances. Need for Speed, for example, 
was a stunning achievement. 

| was in gaming heaven until the 3DO died 
and | couldn't get any new games. Unlike 
another next-gen system, it doesn't suffer from 
the common problem where your CD drive 
starts failing and the half of your games that do 
actually work, take twice as long. Now that's a 
lousy consumer image if ever there was one! 

| am eagerly awaiting M2. Although | am 
disappointed that there will be no upgrade, l've 
always conceded it wasn't possible. Where 
would the save cords plug in? How would you 
run a 128bit bus over 32? Wouldn't you need to 
add two new joypad ports for analogue input? 
And, most crucially of all, how would a CD-ROM 
of a different type and driver load both M2 and 
3DO games? 

Unfortunately, it seems Matsushita has 
snubbed 3DO thirdparties (many were willing 
to develop games for M2 when 3DO owned the 
technology), as Virgin and Interplay have both 
dropped development plans. M2 certainly does 
have the power to hit the market like a tidal 
wave and | think most 3DO owners will only be 
too happy to consider upgrading. However, with 
hardly any software support, it may go the same 
way as the Jaguar. If | were Matsushita, I'd hold 
it back until October so the machine could be 
hyped up and a strong marketing strategy 
devised. But then it may be too late to get a 
share of the market... 

D Mackness, 

Leicester 

Compared to the formats such as the 
PlayStation, the M2 is certainly a less desirable 
proposition to developers — not necessarily 
because of the 5DO Mk1's reputation but 
because of the fog that clouds the system's 
future in general 

It is simply too early to tell whether or not 
Matsushita's machine will go the way of the 
dodo. It would certainly be sad if such powerful 
technology were to never realise its (= 
obvious potential 


Nintendo - wake up to CDs 
N intendo uses the excuse of slow access 
1.4 times when defending its choice to use 
magneto-optical disks instead of CDs, but surely 
this is now not the case with the arrival of 16X 
CD-ROM drives at around the £100 mark. It’s 
claimed that the 64DD unit is four times faster 


than other consoles’ CD drives (four times 300k 
equals 1,200K/second) — even though this is 
fast, 16X drives offer double that rate, so 
Nintendo cannot uses slow access times as an 
excuse for shunning CD storage. Nintendo also 
claims that 64DD disks are capable of storing 
64Mb of data with 32Mb being writeable. What 
a waste. Does Nintendo think gamers are going 
to fill 32Mb with customised data? A 128Mbit 
memory card could probably handle at least ten 
games, so CDs could be used instead. 

Steven Gilchrest, 


Nintendo has been deliberately elusive when 
probed about its plans for 64DD (above) 
software, so it's difficult to say what exactly will 
constitute writeable data on such games 

Your assertion that 128Mbit memory cards 
would be able to perform the same function as 
writeable portions of 64DD disks is certainly 
wrong, though: the latter's capacity is likely to 
be filled with complex graphical data as well as 
simple stats and the like. 


Edge is N64-biased 
amie McLean (Letters, E42) was right: 
however much you deny it, you think the 
sun shines out of Nintendo's rectum. It seems 
that only N64 games are worthy of getting nine- 
out-of-ten and above ratings. 

And example is F7 and Destruction Derby 2 
on the PlayStation: you gave them both eight. 
Now | think every other magazine gave them 
both 9096 or over. Thankfully, the games' sales 
records recognised the fact. 

The only nine-rated PS game in the last few 
months has been Tomb Raider, which | think is 
better than Mario 64 — and a few people I've 
spoken to agree. Don't get me wrong — the N64 
is a good machine, with Turok and PW64 being 
top-notch games, but Nintendo has made a 
catastrophic mistake in choosing cartridges. You 
seem to try to cover over this fact, ignoring 
Turok's eight levels - Doom has over 50. 
Wipeout 2097's music would not be possible 
on cartridge, and you can't ignore the fact that 
the N64 is limited. FFVII's sales prove the point. 

Daniel Harvey, 
Verwood, Dorset 
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Edge is anti-N64 ! 

- aving recently bought a PAL Nintendo 64, | 

have to say that it is completely amazing! 

Reading your feature in issue 43, though, made 
me slightly annoyed. Who cares if there are 
black borders onscreen — it doesn't affect 
gameplay — or even graphics - so why bother 
listing it as a disadvantage? Also, you seem to 
have got your facts wrong: the Euroconnector/ 
SCART cables do work with the UK machine — | 
use the cables from my UK SNES. 

As a UK magazine, Edge should be in no 
way encouraging the import market. Rather it 
should be fully supportive of the UK games 
scene and review games closer to their UK 
release dates, not months before, when nobody 
but yourselves can play them. 

All | would say to potential N64 owners is, 
don't even consider an import machine — get 
the UK version. This is a point which Edge 
should have fully stressed all along. 

Andrew Giles, 
Henley-On-Thames, Oxon 
Edge isn't in the business of rubbishing the PAL 
videogame setup for the sake of it, but certain 
comparitive nuances must be reported because 
of their obvious effects upon the consumer 

Regarding your example, the PAL system's 
capabilities do affect Mario 54's gameplay — the 
game runs at a slightly slower pace than how it 
was originally intended to when it was 
designed. Ultimately, though, as Edge said at 
the time, it's down to the individual whether or 
not this aspect should be a weighty concern, 

Regarding the PAL machine's connectability, 
last month's supplement said that, like the US 
model, the UK machine cannot output an E 
RGB signal — an incontrovertible fact. 


Accelerate to accumulate 

| ow that 3D cards are finally delivering the 

kind of performance that PC gamers have 

been crying out for since the PlayStation was first 
thrust into the limelight, let’s hope that we don't 
get a repeat of what happened when CD drives hit 
the mainstream market — graphical quality at the 
expense of gameplay. 

Although initial signs are good, (3Dfx Tomb 
Raider, OpenGL Quake) | can't help but think that 
game designers and programmers are once again 
going to get sidetracked and start churning out 
mouthwatering visuals along with all the 
playability of a dry roasted peanut. 

As l'm writing this, it's just hit me that the 
previous two games mentioned were there before 
the hardware, which means that the best 
examples of the hardware (with the possible 
exception of Ultimate Race) are just games which 
have been patched, and are damn fine games 
without the extra frills. 

Let's just hope that all this new hardware 
doesn't go straight to the softco's desire for simply 
making money, and that the extra power available 
helps to further enhance games designers' ideas, 
rather than to help sell poor ones. 


119 


Ont mieu 


120 


posnit 


On a different note, Gary Moran (Letters, E42) 
raised a few interesting points. | can remember 
being terrified at the ‘beep’ being produced while 
playing Alien on my Spectrum around 13 years 
ago (was it really that long?’). I've never been so 
scared of a green blob of a graphic on my screen. 
The T-Rex in Tomb Raider didn't invoke anywhere 
near the same reaction, so maybe games just 
seemed more real to us when we are younger. 

Anyway, in a totally immersive VR 
environment, most men would probably be too 
engrossed in Lara Croft to take any notice of a 
marauding dinosaur. 

Mmmmm, virtual... 

Doncaster, South Yorkshire 
The first PC version of F7 to be finished was in 
fact the 3Dfx-specilic one bul, generally 
speaking, developers have indeed taken the 
safe option to date by simply revamping existing 
game engines. This has been necessary in order 
to get examples of 3D-accelerated software onto 
the streets as soon as possible, though, and 
there is a wealth of future releases set to take 
full advantage of acceleration technology 
rather than simply treating it as a 
secondary consideration 


Al: the future of game design 
id s it me, or is everybody missing the 

| oneplayer deathmatch option from their 
copy of Quake or Duke Nukem? | can't seem to 
find it on mine. How much does the multiplayer 
option enhance shooters such as id's epic? I 
don't know — I've never used it. I'm confined to 
picking off static enemies who always seem to 
appear in the same place every time | play a 
level. I'm rarely surprised on a level I've played 
before by a monster | didn't know was there. 
The problem is that the enemies are placed by 
the designers in locations designed to scare you 
the first few times, but after you've learned 
where they are, you can round the corner and 
blow them away before they even get their 
customary growl out. 

It gets even worse when designers include 
enemies that materialise out of thin air — all you 
can do is die and remember for next time. This 
isn't the way games are supposed to be played. 
Games that rely on people memorising the level 
are not worthy of the tag 'next generation'. 
Quake was a game that relies on skill, but it still 
falis foul of people who've played it through so 
many times that they can remember where the 
next attacks will come from. 

The solution? Make the oneplayer game 
more like the deathmatch. Reduce the number 
of enemies to around ten to 15, make them a 
lot harder, make them a damn sight smarter 
and give them the power to wander the level in 
search of the player, without him or her having 
to be in visual range first. This would make it 
much more like a oneplayer deathmatch and 
would enhance the playability no end. 

There would be other benefits to this 


approach, too. In E42, Cliff Bleszinski griped 
about the impossibility of designing a level that 
works for single- and multiplayer games. Well, if 
you designed your singleplayer game as a 
oneplayer deathmatch you would eliminate the 
need to compromise your designs. It would also 
improve player skill, and increase the fairness in 
the game. In the beginning of Quake, world 
one, level three, for example, there is an ogre 
trapped behind bars. In the oneplayer game, 
you simply stand out of range and shoot him. 
Hardly fair or conducive to skillful play. 

This level of AI will one day be standard as 
computers will have to take over the role of a 
gamer who has signed off in the middle of a 
deathmatch game on the Intemet. Softies: why 
not get the extra practice and implement 
convincing stalking Al routines now? And in 
reference to my letter in E34: Tom Zito — do 
that with FMV. 


Shoreham, West Sussex 





For most players, improved Al would enhance 
the oneplayer Quake (above) game a great 
deal. It is always disappomting to go from 
battling against intelligent, unpredictable and 
devious human beings to picking oll virtually 
mindless enemies 

However, there are some players who 
actively enjoy memornsing enemy positions 
Look at the popularity of Virtua Cop: to attain 
high scores in this game it is absolutely 
imperative to learn enemy behaviour off by 
heart. Game designers should perhaps keep 
both markets in mind and develop à 
range of options accordingly. 


32bit Mk2? No thanks 

=y o, there is to be a PlayStation 2 and a 

-* Saturn 2 (E41). Can Edge give any reasons 
why gamers should be early adopters of either 
system considering that, after nine months, the 
price of the original consoles have dropped 
considerably, and that it's taken over 12 months 
to produce the games that should have 
appeared at the launch (eg Destruction Derby 2 
and Daytona CCE)? Will the same things occur 
the next time around? 

Then there's the N64, which is reason 
enough not to be an adopter at all. Although 
one of the early non-Nintendo games, Shadows 
of the Empire, might not be top quality, in two 
years' time there's likely to be an extensive 


library of true 64bit titles for Nintendo's console. 
Why not invest in an N64 and buy the end-of- 
range games for the Playstation 1 or Saturn 1 at 
reduced prices? One thing's for sure, there 
won't be any disk jumping with cartridges. 
Nick Rowe, 
Leamington Spa, Warwickshire 
Expecting the best games to coincide with a 
machine's launch is à new phenomenon. in the 
Bbit days, the finest software would often 
surface at least two years into a platform's 
existence, and consumers understood that 
games got better as designers learned more 
about the machines. Nowadays, hardware has a 
much shorter lifespan, so programmers are 
expected ta develop instant and full knowledge 
of a machine within months of receiving a dev 
kit. This is often simply not practical — a point 
which you unwittingly register when you 
mention that the N64's software library will be 
great in two years time 
As for price drops, this is an inevitable 
aspect of the hardware industry — there will 
always be consumers who pay more to buy a 
machine the moment it becomes available, just 
as there will always be those who wait for 
cheap hardware. Manufacturers capture 
both markets with gradual price drops. 


Piracy is killing me 
m have written to your publication on a 
previous occasion about what appears to 
be your pro-piracy stance, and find myself 
putting fingers to keys again on reading issue 
42 of Edge. In one article you placed no anti- 
piracy comments following a lengthy 
description of copying devices for the N64, 
while your reply to one reader's letter leaves 
me stunned. 

First, your article on page 10 reporting 
Nintendo 64 copying devices. We have known 
of their existence for some time now and do 
not blatantly pass on knowledge to customers 
about these devices. Up until your magazine's 
release we had only received one genuine 
phone call from a curious customer relating to 
these copying machines; now, in only one 
week, we have received dozens, all asking the 
same thing: if we stock the Cyclops, Doctor 64 
or Cerebus, and if not where can they obtain 
them! Having a strong stand against piracy 
ourselves, we explain the legal implications and 
the crippling effect they have on the industry - 
especially small indies like myself. | find it hard 
to compete with Woalworth's, etc, let alone 
unscrupulous marketers trading in illegal CDRs 
and the like. 

Second, in your Letters section you reply to 
a reader asking if NTSC games will run on a 
modified PlayStation and, instead of replying 
with the correct answer (which should have 
been, "Yes, you can play NTSC US and Japanese 
games on a chipped UK PAL Playstation; they 
run full-screen and at 60Hz through an RGB 
SCART socket on an RGB/NTSC-compatible TV), 
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you replied by telling the Banini 
gamers who don't know about piracy and gold 
discs how they can get them to work, without 
people know what to: Des it from unscrupulous | 
dealers? Why not give the half page to FAST or 
ELSPA for free and throw these garbage stories 
in the bin? You are supposed to be a 

the case please clean up these articles for all of 
The availability of piracy devices for the N64 is 
news, so it receives coverage, it's that simple. 
Expecting Edge to ignore developments such as 
these is essentially censorship. 

Edge is not in the business of patronising its 
readers. News should be objective and impartial, 
letting readers know what is happening and 
letting them make up their own minds. 

Edge is comprehensively aware of the harm 
caused by piracy to both small retailers such as 
yourself and the companies actually responsible 
fot producing software — and is wholeheartedly 
against the practice - but hopes that its 


readership is intellige A 
understand this with signposting. 


Missing Mario's | 






think you missed the point 
with your ar of Mario Kart 64. 


the time it feels like you're racing alone. Mario 
Kart cheats on purpose so that races are always 
interesting. The fact that you have to fight to 
exciting. What I'm trying to say is that you're not 
supposed to take it so seriously. The point isn't 
to come first every race, it's to have fun. If you 
want to memorise course layouts and worry 
Racer. If you want variety, lots of laughs and 
good old-fashioned fun, play Mario Kart 64. I've 
think it will be an even bigger classic than the 
original; it's just going to take a little bit longer 
for everyone to realise. 

My advice to Edge is to lighten up and enjoy 


the experience. 
Tekin Suleyman, 
Forest Hill, London 
What is the point of playing a racing garne if the 
ultimate goal is not to win? 

The reviewing process in Mario Kart 64's 
case instigated more conference among Edge 
staff than just about every game in the 
magazine's history. Ultimately it was decided 
that it's a title worth buying - whether the CPU 
cheats br whether it's as good a game as the 
original ar not, ar whatever = hence the 


eight-out-of-ten review score. 
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fo} 1. | have a dodgy mate who bootlegs 
— muse COs, and he reckons he could 
make backup copes ol [LAE e erie n 
game CDs. What with scratching of ga 
CDs being a very real problem, | was 
wondering what the Sony/Sega standpoint 
was Their warranties do not cover damaged 
discs. so surely It cant be illegal to make 
backup copies ol games you already own 
This would help Qut all the people who have 
to spend E50 to buy a game twice because 
the first copy pot scratched 
2. Did | Near rumours that the Saturn 
development kit would use a version of 
BASIC in its coding? 

R Walledge. 

via e-mail 

wae 1. Your intentions sound quite 
A reasonable, but Sony is quite specific 
about its policy in this area, delivering the 
messagi "the unathorised repr oduction. .. 
[is] likely to Constitute a criminal offence" 
during the intros to all PlayStation gares. 
2. Edge has not heard any more information 
about Sega'5 proposed BASIC programming 
kit, and its beginning to look like it was 


merely an idea on paper that nas E 
been scrapped 


1. Do you know if Né4 carts will be 

able to have special chips in (Ike the 
Supe £x chip sean in SNES carts and, if so, 
what do you think they will do? 
2. When do you think the 40D will be 
released in Britain (that is if it is going to 
be rejea e) 
3. How many games do you Know of that are 
in development for ie 64007 
4. I've heard that the 40D disks will hold 
more than &4Mn im me future — do you Know 
if this Ki true and, if 50, how will they manage 
to increase the size? 

Dac, 


via email — 


mm 1. In theory, yes, N64 carts could be 
A engineered to Contain extra 
coprocessors, but no company has plans to 
Include such features. The situation doesn't 
look likely to change tn the future, either, 


with developers concentrating on meaximssirig 
the potential of the base Unit. 
2. the unit i5 pencilled in to debut in Japan in 
| November, but an autumn “98 reiease for the 


UK seems mast likely 


3. The 6400 lineup currently runs to around 


ten titles. 


nm the disks will be one standard size only. 


i would be very grateful it you coukd 
Q tell me what the average price of 
Nintendo 44 games is it) America and 
Whether .ar not US joypads will work ona 
Japanese machine, as one of Ha sion’ ape ls: 





traveling to the States ints year 
Gareth Stevenson, 
via e-mail 


A N44 games retail at the $60-70 mark in 
Bd the US and, yes, US Joypads 
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work with the Japanese machine E 


Q 1. When will the PlayStation s 
CR analogue Stick he release? 


2. Which games will use it? 
Adam Kitching, 
Gainsborough 


E 1. The analog "n iVstieck (above) 

sma ‘id be in stock at larger retalers 
nignt now, WIE te anaogue « "ntroller (rhe 
joypad version) will become avatiable 
towards the end ofthe year 
2. In terms of games Currently on the 
shelves; Edge is only aware of Descent 
being compatible. The hardware has been 
shipped to many developers, however — 50 il 
shouldn't be too long before more compati- 
bie games are released (Namca's Ace 
Combat 2. tor example, due for retease at 


the end of May In apar, au make E 
use of the unit). 


1. Do ail PAL PiayStaton games nave 
Q black borders? 
2. Can NTSC consoles cause damage ta PAL 
televisions? 
Leon Moran, 

Coichester, Essex 
1. Yes, but the size varies depending on the 
game- (hose developed in me UK are more 
likely to have smaller borders E- 
2. No, none whatsoever a 


tga, When will there be a convertor for the 


WE: PAL Nó4 which allows you to play 


imported games? 
Christian Baker, 
Guildford, Surrey 
A Datel, a company which would 
Lo normally be expected to develop such 
a product, has recently told Edge that it has 


no plans, chiefy because of the small 
installed PAL userbase at present. Fire 


International is working a convertor, 
however, which will be available in E | 


mid-April at between E30-40. 
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